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The Ultimate Fighting Championship is 
more popular than ever. With a proven 
4 fighting game studio leading the charge, 
m à the biggest surprise is this HD brawler 

could be the new face of the fighting 5 

genre. Plus: Exclusive details on Tek- 3 
“ken 6's jump to PS3 and Xbox 360, and 
8 jocking battle with Mike Tyson in 
ight Night Round 4! 
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Two classic cult franchises are re- 
inventing beat-em-ups: We pit the 
demented Watchmen against the 
hardcore Warriors! 


Meet Jenova Chen, the innovative 
mind behind the zen-like PSN game 
Flower, and learn what inspired the 
year's most creative experience. 


The DSi is here! Find out 5 fun new 
features that will have to trading in 
your old portable! 


We've packed Spawn Point with ex- 
clusive interviews for two upcoming 
zombie games—Zombie Massacre 
and the new Call of Duty: Nazi Zom- 
bies expansion pack! 
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Class of Heroes (PSP) 
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Dragon Quest V: Hand of the Heavenly Bride 
(DS)... 
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Eat Lead: The Return of Matt Hazard 
(Xbox 360)... 


Gardening Mama (DS) 
Hammerin’ Hero (PSP). 
Henry Hatsworth in the Puzzling Adventure 
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Legacy of Ys: Books! & Il (DS)... 
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Wanted: Weapons of Fate (PS3, Xbox 360). 
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Midway, please don't go 


Game publisher Midway, so we're told, is go- 
ing down the tubes, as headline after head- 
line seems to confirm. "Midway hemorrhaging 
cash," informs Game Politics. "Midway Games 
files for bankruptcy," explains the Chicago 
Tribune. "Midway looking to offload Mortal 
Kombat," screams Kotaku 

To putthat last headline in perspective, Mid- 
way selling the Mortal Kombat rights to another 
company would be like Capcom selling Resident 
Evil, Microsoft selling Halo, or Nintendo sell- 
ing Mario. Mortal Kombat is Midway, for better 
or worse. If Midway sells its legendary fight- 
ing series—a possibility that was unthinkable 
mere months ago—then there's no going back. 
Itwould be a clear sign of an impending bargain- 
bin sale of the company or, more likely, an out- 
right closure. For this quintessential American 
publisher, a 20-plus year veteran of the indus- 
try and now a victim of the worldwide economic 
meltdown, these truly are the darkest of days. 

But how can one of the gaming industry's 
most pioneering, historically important publish- 
ers just quietly slip away? Clearly, bad decisions 
and bad luck played a part. Mega-budget games 
such as Stranglehold failed to ignite, while other 
titles, such as the much-maligned Area 51: Black 
Site, failed outright. But rather than moving 
from the darkness into the light, Midway's for- 
tunes have only gotten more desperate in re- 
cent months as the credit crunch sunk its fangs 
into the cash-strapped publisher. Midway's new 
Vin Diesel-powered Wheelman—a game widely 
seen as promising within the industry—now be- 
longs to rival publisher Ubisoft, and Sin City- 
simulator This is Vegas seems to be floating in 
Limbo with no word of a release date or even 
new screen shots. Not good signs. E 

We grew up playing Midway's games, par- 
ticularly in the arcade. For us, and millions of 
other twenty-something gamers, Midway was 
video games. If Midway goes down, we'll lose 
one of the earliest video game pioneers and a 
linkto our past. Sure, Midway's struggles 
are largely of their own making; the publisher 
didn't adapt quickly enough to the growing coh- 
sole market, and they've released some truly 
wretched games—what company hasn't? But 
does it deserve to be banished to the abyss? 
No. The world of video games is infinitely richer 
thanks to the contributions of Midway. 

Of course, by the time you read this, Mid- 
way's circumstances may be far worse. So while 
you page through this crackerjack new issue of 
GamePro, think a good thought for the people of 
Midway Games. They made Mortal Kombat. And 
Smash TV, Robotron 2084, Rampage, Defender, 
Hydro Thunder, NBA Jam, NFL Blitz, Trog, Spy 
Hunter, Joust, NARC, Xenophobe, Tron... e 

Midway, please don’t go. 

Sid Shuman 
Senior Editor 
sid_shuman@gamepro.com 
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UR SCREEN SHOT GATEWAY TO GAMING. 


You may remember a similar screen shot from the first Dead Rising, where lead character Frank 
West stood fearless and focused on top an ambulance surrounded by hundreds of zombies. 
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DEAD RISING 2 


F.E.A.R. 2: PROJECT ORIGIN STORMRISE 


cy 


Everyone's favorite anti-hero can easily gain the upper hand 
against unsuspecting drone enemies by hiding in the shadows. & 


N THE CHRONICLES OF RIDDICK: ASSAULT ON DARK ATHENA 


Cole’s electricity-based powers include shooting electricity directly 
from his hands (seen here), creating an electric shield to repel foes, 
and throwing electric sticky grenades that explode on contact. 
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OPENING SHOTS 
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Just like in the Halo first-person shooter trilogy, UNSC 
Spartans and Covenant Elites can hijack enemy vehicles. 


* HALO WARS 


Just CAUSE 2 


SACRED 2: FALLEN ANGEL X-BLADES 


“STREET FIGHTER IV 


Batman, voiced by the animated series’ Kevin Conroy, comes face-to-face with the 
enormous Killer Croc and other deadly foes he’s locked away in Arkham Asylum. 


HELLSHOCK 2: BLOOD TRAILS P33, Xs0x 360, P€ DC UNIVERSE ONLINE 


OPENING SHOTS 


Take the fight straight to the Nazis as Violette Summer, Oe 
based on a real-life heroine, in this WWII stealth game. 


"€ VELVET ASSASSIN 


“DEADLY CREATURES Wii 


Real-time weather, such as tornadoes and sandstorms, affects your 
offroad escapades in this high-octane racer from Codemasters. 


NEED FOR SPEED WORLD ONLINE : 


Pummel your way through six lengthy chapters as either super brawler Rorschach or 
trained martial-artist Nite Owl in the downloadable game, Watchmen: The End is Nigh. 


! WATCHMEN: THE END IS NIGH 


THE GODFATHER II NEED FOR SPEED: SHIFT 


In The Sims 3, you can now venture out of your house to 
explore and socialize. Just like real life, right? Riiight... 


THE Sims 3 
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Overkill your way through offensive lines of flesh-hungry zombies and some 
offensive lines of character dialogue. Who said football season was over? 


THE HOUSE OF THE DEAD: OVERKILL 
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BATTLEFIELD: BAD COMPANY 2 


Frank Mir and Antonio Rodrigo Nogueira grapple in a 
no-holds-barred cage match. Is UFC the next hit fighter? 


UFC 2009 UNDISPUTED 


RISE OF THE ARGONAUTS Tom CLANCY's H.A.W.X 


Original Ghostbuster Bill Murray tests out what looks 
like our favorite fat ghost Slimer...in gun form. 


Nathan Drake ventures into war-torn territory in this highly 
anticipated sequel to the top-rated PS3 adventure. 
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Maria Il CURSED MOUNTAIN 


Yes, these are in-game graphics. Yes, they're absolutely insane. Read more 
about God of War Ill's godly attributes in our preview blowout in this issue. 
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= : The 2009 Electronic Entertainment Expo (E3 Expo) is the must-attend 


„event of the year for the global interactive entertainment industry. 
There's no better place to experience and test-drive the newest 
computer and video game products and technologies. 


Register online at www.E3Expo.com 


Dne Time. One Place. One Event. 


June 2-4, 2009 * L.A. Convention Center ESExpo.com 


zIDG software 


association 


E3 Expo is a trade event and only qualified industry professionals may attend. No one under 17 will be admitted, including infants. 
Visit www.E3Expo.com for registration guidelines. 
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RaJaMPTION ARRIVES 


Wis everyone and their violence-hating grandma knows about Rockstar's magic with the GTA 
franchise, they've also worked their hit-making skills on a few other great games. Some, like 
Midnight Club and Manhunt have sprouted series of their own, while a few games have yet to have a 
sequel, leaving gamers salivating for new information. One such game was 2004's Red Dead Revolver, 
a Wild West-meets-Max Payne third-person shooter that one could argue was the best western game 
ever created. 

Loaded with the sense of gritty charm and detailed accuracy to source matter that permeates every 
Rockstar title from The Warriors (not related to the game detailed later in Spawn Point) to Table Tennis, 
Red Dead Revolver was filled with memorable characters, settings, songs, and enough homage to the 
spaghetti western genre to make Sergio Leone smile from beyond the grave. 

The series will receive its much-anticipated second iteration this fall when Red Dead Redemption 
makes its way to the Xbox 360 and PlayStation 3. Details are still scarce, but the developer has 
confirmed that the game will feature a new lead and will use GTA's Rockstar Advanced Game Engine 
to make the Old West shootouts even wilder. The gaming world is in dire need of a great new western, 
and we might find that in Redemption.—Dave Rudden 
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mn 
Two badass beat-em-ups based on classic cult franchises are coming to Xbox Live Arcade. 
M- b We pit the disturbed superheroes in Watchmen: The End is Nigh against the rough and 
j ^ tumble street toughs in The Warriors and pick a winner in the year's biggest online brawl. 


While The Warriors is a 
one of the seminal films 
of the late-70s and early 
80s, Watchmen is touted 
as perhaps the great- 
est comic book series to 
ever hit store shelves. 
Even after two decades 
Since its release, it's 
still one of the highest 
selling graphic novels 
year-to-year. 


Winner: Watchmen 
| 2 |] PLAYABLE CHARACTERS — 


Watchmen: The End is Nigh offers two very 
different characters—the technical Nite Owl 
and the butt-stomping brawler, Rorschach. 
However, Watchmen is marred by the ab- 
sence of many memorable characters like the 
demented Comedian, the evil Ozymandias, 
and the too-powerful-to-play Dr. Manhattan. 
The Warriors, on the other hand, will have 
at least five characters in Swan, Vermin, Co- 
chese, Rembrant, and Mercy. We’re assum- 
ing that Ajax will be in there too, lest Warner 
get run out of town on a rail by angry fans. 


Winner: The Warriors 


The diverse cross-section 
of fictional gangs is largely 
what has endeared The War- 
riors to a generation. There's 
the crazy, mute, face-painted 
Baseball Furies, the fancy but 
fierce High Hats, and the sexy 
and strong Lizzies. Despite 
being set in the same city, all 
the Watchmen have to match 
fists with is a generic group 
of New York thugs. 


Winner: The Warrior 


The Warriors is developed by CTXM, a de- 
veloper that has contributed heavily to some 
of Xbox Live Arcade’s biggest hits, includ- 
ing Astropop, Bejeweled, Heavy Weapon, 
Jewel Quest, and Zuma. Watchmen: The End 
is Nigh is in the hands of Deadline Games, 
who are best known for the Latin-flavored 
action-shooters Total Overdose and Chili 
Con Carnage. One company knows down- 
loadable games and the other knows action 
games. Tough to say which one can tackle 
the downloadable brawler better. 


Watchmen, now in theaters, has been long- 
awaited by fans of the comic book series and 
has undergone multiple directors, scripts, and 
false starts. Now, it's finally on the big screen, 
directed by Zach Snyder, the action master- 
mind behind 300 and Dawn of the Dead. While 
The Warriors is celebrating its 30th anniver- 
sary, and has a comic book series due, the 
movie has already been re-released on DVD 
and Blu-ray. The oft-rumored update featur- 
ing.L.A. gangs might not even be enough to 
topple the cinematic appeal of Watchmen. 


Winner: Watchmen 
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NINTENDO 
Everything You 
Want to Know! 


The Nintendo DSi should be on 
store shelves on April 5, but the 
millions and millions of original 
DS and DS Lite owners may 
be asking themselves whether 
they should plop down the $170 
to pick up a new version of their 
favorite portable. If these five 
new fun additions don't have 
you trading in your old portable 
at GameStop, nothing will. 
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Screen B... Photos 


Capture) Switch | 
© Music! 


The DS has a pretty snazzy au- 
dio player and recorder that has 
some bells and whistles your 
MP3 player probably doesn't. 
You can alter the pitch and 
speed (the latter of which makes 
lengthy podcasts a bit speed- 
ier), as well as add a bunch of 
neat effects like echoes, reverse 
play, instrumental only, and 
8-bit tunes. You haven't heard 
Journey's "Any Way You Want 
It" until it's sounded like an NES 
game. And if you wantto just lis- 
ten to music, the DSi's good for 
thattoo! If you'relistening to mu- 
Sic when you close the DSi, it'll 
keep playing as long as you've 
got headphones attached. 


MAY 


€ Photos! 


If you've ever messed around 
with the iPhoto program on a 
Macbook, you'll probably dig 
what Nintendo's doing with the 
DSi's dual cameras. You can 
stretch a photo, much like Ma- 
rio's face in Super Mario 64, as 
well as play with a bunch of cool 
picture modes like Color Mode, 
wherein you take a black and 
white picture and reveal colors 
by tapping on different parts 
of the pic. Mischief Mode adds 
things like moustaches and 
glasses to your picture. Merge 
allows you to morph two dif- 
ferent headshots, while Frames 
lets you create custom image 
templates. One bizarre one was 
someone else's head with the 
eyes cut out so we could insert 
our own peepers! Creepy. And 
if you've got a weird pic to send 
to a nearby friend, you can do it 
over local wireless! 


© Downloads! 


With Wi-Fi and a dedicated 
memory slot, Nintendo is finally 
allowing the DSi to enter the 
wonderful world of download- 
able games. We got to try three 
tiny but tremendous download- 
able games that will hopefully 
head stateside. Puro was based 
off an old Wario Ware microg- 
ame. In Puro, you control a small 
bird who has to eat falling beans 
before they hit the ground. 
Speaking of Wario Ware, that se- 
ries had its own DSiWare itera- 
tion, wherein you have to strike 
wacky poses. And finally, there's 
Decode, which is bar none the 
best math game ever. All you 
have to do is switch and flip 
numbers (for example, a 2 into a 
5) until you line up a bunch that 
adduptoten.It's more difficult— 
and fun—than you'd think! 


© Design! 


Pictures don't do the DSi jus- 
tice. While it's not the marked 
improvement of the DS Lite over 
theoriginal bulky model, the DSi 
is sleek, the buttons have been 
moved around for better layout 
and ergonomics, and best of all, 
the portable has a matte finish 
that would make the PSP green 
with envy. Inside the system, the 
UI has been made over to look 
more like the Wii. You can drag 
and drop games and tools like 
you would on the Wii or iPhone. 
It's a definite improvement. 


G Storage! 


With an SD storage slot, the 
DS's biggest weakness has 
been remedied. You can store 
music, movies and games, and, 
hopefully, can download firm- 
ware updates so that the DSi 
can keep up with the times. 
With all the improvements the 
DSi offers over the original, you 
might be tempted to, too. 


We sound off... 


ALIEN VS. PREDATOR ANNOUNCED 
Beforeitstunkup movietheaters, the Alien vs. 
Predator series was one of the best licensed 
shooters ever made. Sega knows that, and 
announced a new game starring two of the 
greatest sc sci- bul monsters of all time. 

HE VER T: The fact that they've hired 
the original developers to work on it means 
that Sega knows what they're doing with 
the series. Unfortunately, we've heard ru- 
mors that the Aliens RPG and the other 
Aliens shooter may be done for as a result. 


DEAD RISING 2 SET IN LAS VEGAS 
Capcom finally revealed a sequel to the mall 
zombie slaughterfest Dead Rising. The sequel 
will take place in a Las Vegas-esqué town, 
vit vam looks like a new hero. 

CT: If there's one place with 
cooler killing items around than a mall, Ve- 
gas would be it. We're a little worried about 
the new developer's resume, which con- 
sists solely of baseball games. At least we 
can be assured it'll be even more fun to 
swing things at the undead! 


DEAD SPACE PREQUEL ON Wii 


The Dead Space series continues this fall 
with Extraction, an all-new adventure on 
the Wii. Set before the events of the original 
PS3/Xbox 360 Dead Space, Extraction will 
be a first-person, lightgun-style shooter 
with a female protagonist. 

While we wish it could fea- 
ture the same unobtrusive style as its HD 
predecessor, games like The House of the 
Dead and Resident Evil have proven light- 
gun gameplay can work on the Wii. 


NEW SPLATTERHOUSE DEVLOPER 
After well over a year at development at Bot- 
tleRocket, Namco has shockingly taken con- 
trol of the upcoming Splatterhouse remake 
from the San Diego developer, choosing to 
reassign the game to another company. 
VERDICT: This is a bit of a surprise. Bot- 
tleRocket knows hack and slash, as they've 
made Rise of the Kasai for the PS2 and many 
employees worked on the classic Mark of 
Kri. Rumor has it that Afro Samurai's devel- 
oper will take over, which means the game 
still has a gore-friendly team at the helm. 


MARIO & SONIC TO WINTER GAMES 
Sega announced Sonic and his furry friends 
will once again compete for gold, silver, and 
bronze against characters from Nintendo’s 
famous Mario franchise. This time, it takes 
place during the Winter Games. 

Well, this should surprise 
absolutely no one. Mario & Sonic at the 
Olympic Games sold about eleventy ka- 
billion copies (actually, 10 million), so we 
should expect these two franchises to mix 
up at least every two years into perpetuity. 
Say, when is the World Cup? 


| am 27, and | find less and less games inter- 
1 esting to me." That's Jenova Chen speaking. 
Chen is the designer of Flower, a downloadable 
PlayStation 3 game that's winning rave reviews 
for its unusually powerful emotional themes and 
simple gameplay style. | spoke with Chen about 
his remarkable new game, and why he's set on 
dragging the video game 
medium into a richer 
world of feelings and 
emotions—kicking and 
screaming, if he has to. 

"| am a loyal fan of 
the Final Fantasy fran- 
chise," Chen says. "So 
when Final Fantasy XII 
came out, | spent 40 
hours grinding [to level 
up my character]." One 
day, Chen had a revela- 
tion. "I'm wasting my life 
here. | just want to know the ending of the story!" 
It was a profound revelation for the young de- 
signer. "Grinding doesn't help my life at all. For 
adults, entertainment needs to be relevantto their 
life." Chen points to the stagnant US comic book 
industry as an example of irrelevance. "| don't 
want to see video games become like American 
superhero comics," he admits. "American comics 
live and die based on a very niche audience. In Ja- 
pan, comics are a national art form." 

Chen clearly isn't kidding around. Before 
Flower, Chen won raves for co-developing a pair 
of unusual, web-distributed games, one of which, 
Cloud, was partly inspired by his experiences as 
a bored, hospital-ridden asthmatic youth. By fo- 
cusing on the relative immaturity of video game 


design practices, Chen is posing tough questions 
about the state of a young medium; questions 
that could be an early harbinger of serious, last- 
ing change in video game design. Chen, himself 
a USC film student, points to similarities between 
the earliest days of the film medium and the still- 
evolving video game medium. Andhe believes that 
technology advances— 
faster processors, high- 
definition video, more 
lifelike graphics—are 
losing their importance 
in video games. 

"For any media 
[form]—film,music,video 
games-—it all starts with 
technology innovations," 
Chen explains. "Tech- 
nology rises quickly, but 
| when it reaches a certain 
threshold, itslows down. 
That's when the content innovation starts to catch 
up." Chen points to early moviemaking practices: 
“Filmmakers began to record higher frame rates, 
added colors, and used better cameras and hand- 
held cameras. That's when people started to re- 
ally make more films, when the film experience 
expanded." 

Chen thinks these days are fast approaching 
for video games. "I think video games maybe al- 
ready passed that threshold. Look at the difference 
between the PlayStation 2 and the PlayStation 3, 
there's a big technological leap. But if you look at 
the content, how many new game types come out 
ever year?” 

Well, | can think of one. Have you played 
Flower?—Sid Shuman 


Colors main 
Dreary V o 


EDITORS: 
CHOICE 


GameProArcade.com editor Terry 
Terrones reviews Flower for PS3. 


Movie critic Roger Ebert gained infamy for his 
“video games are not art" statement. Well, 
someone needs to hook him up with a copy of 
the newly released PSN title Flower. If you're 
looking for an example of art in video game 
form, Flower is it. There is no dialogue or text. 
There is only you, a floating flower petal that has 
a gift for bringing life and color to a dreary world. 
You do this by gliding through the air, touching 
other flowers so they blossom and form a kind 
of flower-petal conga line. You can even play 
Flower with one hand as you guide your petals 
using the movements of the Sixaxis controller. 
Though Flower is an amazing game, it may 
not be for everyone. The "can't nature and man 
just get along?" theme can come across as a tad 
preachy, and hardcore types may view itas more 
"artsy experience" than actual video game. 
Don't let that deter you. A beautiful title that tells 
astory without uttering a word, Flower is a qual- 
ity game that deserves your time and attention. 


FUN FACTOR 


JES 


If you loved the Nazi Zombie mini-game in Call of Duty: World at War, the new maps will satisfy 


GROWS! . 


your lust for rotting flesh. We talked to senior producer, Dan Bunting, who gave us all the info on 


the undead we desired 


GamePro: Could you explain the look, feel, and 


setting of the new Nazi Zombies map? Where 
will we be fighting this time? 


Dan Bunting: The new map is set in an abandoned 
insane asylum in Germany. Through the first set of 
rounds, players have to work their way to the other 
end of the asylum where the power source resides 
and flip the master switch. Once flipped, the asy- 
lum becomes a different place—lights power on, 
electroshock traps are enabled, sounds begin to 
buzz, and the Perks-a-Cola machines fire up. The 
asylum takes on new life. 


GP: Will there be any other changes to the zi 
bies, or how they spawn on the level? 


DB: Zombies now break through the dirt and climb 
out of the ground in the center courtyard of the asy- 
lum when they first spawn—they will also reach 
through the boards and attempt to attack the player 
if he stands close to the windows. This map is much 


bigger than the original, so there was a need to fill 


the player space more dynamically by adding zom- 
bies that hobble, march, sprint and perform run- 
ning attacks. The sounds that zombies make have 
also been completely revamped. 


ola" machines work and 


impact do they have 


DB: Perks-a-Cola machines dispense one of four 
different perk-flavored drinks: “Juggernog” (addi- 
tional health), "Double Tapper” (faster rate of gun- 
fire), "Speed Cola" (faster reload, also rebuilds 
boards faster), and “Revive!” (faster teammate re- 
vive). You can buy them anytime after the electric- 
ity is turned on, and the perks last until the player 
gets knocked down by a zombie. Players must tra- 
verse zombie-infested rooms and hallways to col- 
lect them—a huge risk, but one that provides the 
player with a great reward. 


GP: How do "electroshock defenses" work? 


DB: The electroshock defenses allow players a 
brand new zStretegie component to hold down a 
= couple of key areas on the map for 

a short period of time—when the 
barriers are enabled, any zombies 
that walkthrough them getzapped 
and die in a ball of fire. Strategi- 
cally, turning on the electroshock 
field allows the team to take a 

" quick breather and is especially 
powerful when teams are down 

a player or two and just need to 
survive until the end of the round. 
The barriers, of course, have a 

| balance of cost versus reward. 
The barriers have a "spend per 


JAMES BOND BLU-RAY VOL, 3 

Another compilation of three James Bond films, 
Volume 3 includes what is regarded as the finest 
entry intheseries, Goldfinger(1964). Also included 
inthe Volume are the Roger Moore Bond-in-space 
saga (or Star Wars cash-in) Moonraker (1979) and 
Pierce Brosnan's third Bond outing, The World is 
Not Enough (1999). Each movie will also be sold 
separately. Aside from the superb Lowry Digi- 
tal restoration, each disc is packed with extras. 
Volume Three's release coincides with the latest 
Bond (Quantum of Solace) film's Blu-ray debut. 
foxhome.com 


$89.98 (three pack); $34.98 (each movie) 


STAR TREK COLLECTIONS 

Paramount is opening the vault and releasing 
the original movies in HD in two packages (sorry, 
no Next Generations films yet). The Motion Pic- 
ture Trilogy features The Motion Picture (1979), 
a fully restored The Wrath of Khan (1982), and 
The Search for Spock (1984). The Original Mo- 
tion Picture Collection has the first three movies 
in addition to The Voyage Home (1986), The Final 


use" economy, and there is a cool-down period 
after every use that prevents them from becoming 
overly powerful. Players are not rewarded points 
for zombies that are killed by walking through the 
electric field, and there are no weapon re-supplies 
in tbe area of the map that is defended by the elec- 
tric field. 


GP: How many options will players have to un- 
lock doors and proceed through the level? There 


were really only 2 or 3 different ways to proceed 
through the original NZ map. How many are there 
now? Is there kind of an “end game” or objective? 


DB: The space in the asylum is far bigger than the 
original Nacht der Untoten map and provides a 
much wider range of tactical approaches to sur- 
vival. The original map was meant to be simple. 
In its simplicity, there was an element of complex- 
ity—even with three rooms, there were many tac- 
tics to survival that players could employ. We will 
make each map that we release unique in that they 
are designed to fit into a specific gameplay theme. 
With "Verrückt," the asylum wraps around a cen- 
tral courtyard and the building is split in half, giv- 
ing each side a linear progression from one end to 
the other. Co-op players are separated at the begin- 
ning of the game, and there are a couple of different 
ways that they can reconnect once they've flipped 
the master power switch. The Perks-a-Cola ma- 
chines are placed in four different locations around 
the map. It’s no longer an advantage to sit and hold 
down a single room for all of the higher rounds. 
Players will find the new map very different from 
the original—because the space is much larger and 
there is an element of randomization, movement is 
key...but could also mean death! 


Frontier (1989), The Undiscovered Country (1991), 
and a bonus disc, Star Trek: The Captains’ Sum- 
mitthat includes a 70-minute round table discus- 
sion with key stars from the franchise. All films 
have been imbued with a new 7.1 Dolby TrueHD 
audio track and exclusive HD features for Blu- 
ray, commentaries, storyboards, trailers, BD- 
Live content, and more. 

paramount.com 

Motion Picture Trilogy: $48.99 (Blu-ray); $29.99 (DVD) 
Motion Picture Collection: $104.99 (Blu-ray) 


PIXAR FILMS ON BLU-RAY 

The animation studio just won yet another Oscar 
for Best Animated Feature for WALL-E, but come 
May 19 you can see two earlier films in HD. Avail- 
able separately, A Bug’s Life (1998) and Monster's 
Inc. (2001) make their debut on Blu-ray with DTS- 
HD Master Audio tracks, BD-Live content, sto- 
ryboards, interactive games, and more. Randy 
Newman won an Oscar for the song "If | Didn't 
Have You" that appeared in Monsters, Inc. 
disneyhomevideo.com 

$39.99 (Blu-ray) 
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We chop it up with Ben Krotin from 1988 
Games and discover juicy details about the up- 
coming Wii-exclusive four-player zombie game 
in the undead vein of 1980s horror flicks 


What we want to do with Zombie Massa- 
cre is really lose the whole gritty “realistic” horror feel 
and instead give players a more action-packed sense 
of wanton destruction and chaos. They know that no 
matter what, that nuclear bomb in their trunk is going 
to go off in 60 minutes, so they'd better make the most 
of their time! We think that placing players in such a 
position, and really just arming them to the teeth with 
weapons and power-ups, is something new for the 
zombie genre. When you mix in the driving aspect, it 
really kicks things up to new heights. 


BK: In the game, the car has been retrofitted with a 
hydraulics kit enabling it to hop, as well as a turbo 
booster which will allow players to intermittently 
boost past/through hordes of zombies. To keep things 
fresh, we have also scattered lots of power-ups forthe 


Cole McGrath 


Now citizens fear him and his friends resent him. 


car throughout the city, and players who find them 
will be able to enhance the cars performance well be- 
yond its stock appearance. Everything from special 
tires to enhanced hydraulics to ultra boosts can be 
found throughout the city, and all will give added re- 
play value to the game. 


BK: We are very excited about what he has planned, 
and we are very grateful that he has so graciously ac- 
cepted so much of our creative input. We have sat 
down with Uwe on several occasions, and he has al- 
ways been a great source of laughter and entertain- 
ment. You know, we've never thought of having Uwe 
as a zombie in the game, but now that you mention 
it...looks like GamePro is going to have to get a game 
design credit in Zombie Massacre! 


BK: This is really another highlight of Zombie Mas- 
sacre. We really think that the hand-to-hand me- 
lee weapons are going to stand out for players. We 
have things like the lawnmower and holy water—all 
with their very own special gestures and controls— 
but we're also excited about some of the smaller 


inen 


Two classic characters, one classic brawl. 


weapons. The power drill is a great example of this. 
To use it successfully, players have to slow down and 
get close enough to a zombie to stab it in the head. 
Once the drill has penetrated, players can then press 
the B-Button to activate the drill and make the zom- 
bie's head explode. Now that's ridiculous! 


cre 


BK: Although we don’t necessarily want to turn it into 
a realistic killing game, the fact of the matter is that 
players will be doing a lot of messy things with zom- 
bies, and there’s no way to place that into any cat- 
egory other than “M for Mature.” That being said, 
we're not holding anything back with Zombie Mas- 
sacre! Zombies will be smashed, scraped, shot, de- 
capitated, dismembered, crushed, lashed, beaten, 
burned, blown up, and even disintegrated. Any zom- 
bies left will be subject to the effects of 400 kiloton 
nuclear warhead! 


BK: World-famous rapper and hip-hop personality 
DMX is set to appear in Zombie Massacre as one of 
the four main characters! Players will be able to con- 
trol "X" as he helps the team battle their way into the 
city and drop off the bomb. Of course, that's no easy 
matter, even when he's joined by the unlikely assis- 
tance of the police. 


Alex Mercer 


Rude Awakenings: Wakes up in a crater two weeks after an explosion. Bi ^] Wakes up on an autopsy table with no memory of his past or knowledge of 


his true identity in a city experiencing a biological outbreak. 


Special Powers: Manipulates electrical power. BÍ ^] Manipulates the biomass of his enemies. 


Vulnerabilities: Can't touch water, so bathing becomes an issue. [— 
Potential: Can harness other powers by helping injured Tm 


citizens, improving his reputation. 
comes naturally. He would make Faith of Mirror's Edge proud. | - 


Acrobatics: A courier and an urban explorer, so jumping and climbing 


OUTCOME: 


of SUE the infectious virus \ 


- electrical charges to blow up n arby 
message to Ae who morphs ii 


Few. The infected still attack indiscriminately, though. 


Can harness the power of any living or inanimate object, improving his of- 
fensive and defensive skills. 


A parkour of sorts, who doesn't let an obstacle get in his way. He would 
make Faith of Mirror's Edge jealous. 
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UFC 


GAMING 


/VIBSHUP 


What if the formidable brawlers who rule 
the Ultimate Fighting Championship roster 
moonlighted in video games (other than their 
own)? We think it'd go a little something like this 


Brock Lesnar 
Heavyweight 

Fallout 3 
This freak of nature and 
former WWE champion 
could slather on some 
green body paint and 
put all 265 beefy pounds 
to effective work as a 
Super Mutant Master in the Capital Waste- 
land. Give the guy a mini-gun or missile 
launcher, and then throw on some body ar- 
mor, and gamers wouldn't know the differ- 
ence until they found a championship belt 
in the loot pile. 


P Ces, 
dai, 


[3:663 
| 
| 
| 
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Georges St-Pierre 


Welterweight 
Street Fighter IV 

2008 Canadian Athlete of 
the Year and all-around 
sportsman Georges St- 
Pierre can't help but 
class up a joint, and few 

can touch his flexibility 
| in the ring. If there's any real world brawler 
| who could withstand the cartoonish antics 
| of Capcom's latest pummel-a-thon, it's this 
chiseled powerhouse. In a pinch, you could 
even dress him up as Guile and crank out the 
somersault kicks. 


Geek Speak 2-0 


Big words, sma 


Firmware: 

A small program that con: 
piece of complex electroni 
phone in your pocket. 


all type. 


B. J. Penn 


| Lightweight 
Mass Effect 2 

The Prodigy has gone on 
the record with his belief 
in alien life, so it seems 
natural to think he'd ac- 
ceptaroleinthe highly an- 
| ticipated follow-up to one 
ofthe best science fiction RPGs of all time. His 
planet-sized ego might not enjoy playing side- 
kick to Commander Shepard, but we'd love to 


| watch him bring some double-fisted melee 


Anderson Silva 


pain to otherwise gun-centric combat. 


Middleweight 
Halo Wars 

The Spider's already an- 
nounced his intention to 
retire from the UFC when 
his contract expires, but 
his endurance and bal- 
anced range of abilities 
would serve him well as a Spartan dedicated 
to hijacking Covenant vehicles and slaughter- 
ing Flood filth. Toss Silva inside some MJOL- 
NIR armor and give him a laser rifle, and let 
this Brazilian Jiu-Jitsu black belt's instincts 
do the rest. 


Rashad Evans 


Light Heavyweight 

Tom Clancy's 
Splinter Cell: Conviction 
Between his talent for 
dishing out brutal take- 
downs and the Psychol- 
ogy degree, Rashad 
Evans could be a mind- 
bender of a boss character, and any gang of 
terrorist thugs would have to respect a guy 
who could knock Chuck Lidell on his ass. | 
With the right incentive, perhaps he might 
even be persuaded to change sides and part- 
ner with Sam Fisher. j 


s the way a particular piece of hardware functions. Just about every 
gear relies on firmware, from your favorite game console to the cell 


reward, be it experience points, a particular kind of loot, or a faction’s favor. Often 
ively to indicate gaming chores that more closely resemble mindless busywork than 
satisfying entertainment. 
Nerf: 
Any change to a game that 


equipment, or opponent. This 


minishes the power, prestige, or appeal of a character class, piece of 
a sarcastic reference to NERF foam children’s toys, products which 


are specifically designed not to cause injury or property damage. 


..0ck 2...BioShock 2...BioShock 2... 


With signifi- 
cant layoffs reported at Microsoft, EA, THO, 
and Sega, and another game seemingly being 
cancelled every time | check the GamePro.com 
news ticker, I’m hoping 2009 doesn't become a 
kind of dark year for the video game industry, a 
year of missed opportunities and malaise. Best 
of luck to those courageous guys and girls who 
have been affected—keep a stiff upper lip and 
Keep non the good fight... 


P Hot on the heels of my column 
last month, where | begged Sony to drop UMD 
from the PSP and go download-only, comes an 
intriguing new Euro rumor that claims an up- 
coming PSP revision will introduce a long-spec- 
ulated touchscreen. | had hoped for dual oLanalog 
sticket but what do | know?... 


It'sa download, though, so check 
it out on Xbox Live and PSN... € 


Some 
months ago, at the last E For All conference in 
Los Angeles, | was recruited to debate some- 
one about—what else?—video game violence 
for the rumor-busting Showtime series. Any- 
way, | have no idea if “my” segment will make 
the final cut, but recall a lively exchange punc- 
tuated by some extra-lively quotes from myself 
(I distinctly remember saying something along 
the lines of “the streets should be running red 
with blood” again and again). couai pe interest- 
ip O 


: s. See my ES ouint 
issue. Unfortunately, the rumor mill is strongly 
suggesting an early 2010 release date.. 
Download Zombie Attack! on iP- 
hone/iPod Touch, turn on the touch controls 
and your own iPod soundtrack, then thank me 
in the morning. Protip: play with the Axe tur- 
rets!.. 
d i. Whatever, but 
I'm still bummed. | love the idea of a dark, sci- 
fi dungeon crawler set in my precious Aliens 
universe—it had to be better than that Space 
Siege garbage, right?—but it was apparently 
not to be. Of course, there were hints of trou- 
ble all along: we never did see a screen shot, 
or even an actual title for the game. | would've 
called it, “Aliens: Another Game You'll Never 
Flay: ” Hindsight is 20/20, | guess.. 
1 Already? A top source, 
you say? Interesting... 2 


Pwned this month: 
Economic recession 
Video game violence 
God of War Ill 
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e-mail Sid: 
sid_shuman@gamepro.com 


Office of National Drug Control Policy/Partnership for a Drug-Free Ameri 


What's the worst that could happen? 


abovetheinfluence.com 


PREVIEWS 


The son of Zeus returns, and he is not a happy camper. In God of War Ill, Kratosteamsup | 
with the Titans to unseat Mt. Olympus. But will he turn on the Titans, too, by the end? 


GOD OF WAR lll 


A lo 
[Ps3 | 


T eeth bared, veins bulging, Kratos plunges 


both hands elbow-deep into the gargan- 

uan eye socket of the Cyclops. Propping a 
foot against each hulking shoulder of the giant, 
the bloodthirsty Spartan and raging son of Zeus 
yanks the beach ball-sized organ as if it was a 
cork coming out of the world's largest wine bot- 
tle. Blood vomits from the orifice as the glis- 
tening optic nerve stretches like an overtaxed 
rubber band. It snaps, the two halves of the ru- 
ined eyestalk flutter to the ground, and the giant 
orb comes free in Kratos's hands. 

The kicker: this is an in-game, playable se- 
quence from God of War III, Sony's outrageous 
new action epic for the PlayStation 3. Though it's 
months away from completion, God of War Ill is 
already shaping up to be something special. 


“DEATH IS IN My BLOOD” 

God of War III looks fabulous in still images. 
But to really make sense of its stunning visu- 
als you have to see it in motion, preferably in 
HD—check it out on GamePro.com. To see God 
of War III running in its full glory is breathtak- 
ing. It is indeed "like a painting come to life," 
as former God of War director David Jaffe de- 
scribed in a frothing, expletive-filled blog post 
several months ago. Hearing such magnificent 
praise for a game that is months from release, 
it's tempting to roll your eyes and cry "hype!" 
But before you do that, consider this: after more 


close look at one of the most visually arresting games ever made. 


than 10 years of covering video games, l'd have 
to label my viewing of God of War Ill as a clear 
visual high point. In fact, God of War III looks 
so untouchably good that the only closest ref- 
erence | can draw is Crysis, a PC shooter that is 
a radically different game in both look and feel 
but shares similarly striking production values. 
As far as | can tell, there has never been any- 


v^, 


| 


4) 


thing, anywhere that looks quite like God of War 
Ill for the PlayStation 3. 

Fans of the series will be particularly pleased 
with the flurry of new visual details applied to 
Kratos, the rampaging son of Zeus who leads 
the Titan’s assault on Mount Olympus. His 3D 
character model is shockingly well-rendered 
on the PlayStation 3: his Golden Fleece armor 


Like its predecessors, God of War Ill is a bloody, brutal action game with more visual style than its 
three closest competitors put together. If you've never played God of War before, pick up the PS2 
games (and Chains of Olympus on the PSP) on the cheap and prepare to be blown away. 


TOOLS OF DESTRUCTION 


Kratos earns godly new weapons and gear in God of War Ill, including 
some new twists on old favorites. 


The first confirmed new weapon in God of 


The spiritual successor for the Typhon's Bane 


War Ill, the Cestus gauntlets enable Kratos to bow and arrow featured in God of War Il. Un- 
bully his way up close to enemies, as well as like the Bane, the Fire Bow doesn't fire big 
dodge more nimbly for counterpunching at- blue lasers but realistic flaming arrows that 


tacks. The Cestus fists can also extend over 
impressive distances to clock enemies. The 
Cestus looks like a winner already. 


can set enemies ablaze. Once on fire, ene- 
mies can spread the fire to other nearby crea- 
tures. A visually impressive weapon. 


Kratos's signature chain swords return, and 
the developers say they'll put tremendous 
emphasis on these fan-favorite weapons. We 
spotted many familiar combo attacks, but also 
a great number of new attacks that capitalize 
on the Blades’ mid-air prowess as well as their 
ability to snag and rein in distant enemies. 


You earn this magic item after killing Helios 
by, you guessed it, tugging his head off. The 
Head of Helios seems to fill a familiar role for- 
merly occupied by the Head of Medusa: it 
emits light that will blind enemies and also 
illuminate dark areas. Holding it up will also 
make secret passages glow. 


M 
In God of War Ill, Kratos's enemies are more numerous and ghastly than ever. But Kratos's biggest 
challenge may be arriving in 2009—Sony is still mum on the garne's release timeframe. 


This is what Kratos looks like during gameplay—for real. His Golden Fleece armor looks mesmerizing, and the 
Blades of Chaos radiate with wicked-looking details. Check out the chains wrapped around his forearms! 


It's not always about bloody battles! You'll also encounter "Icarus Ascension” scenarios 
where Kratos must soar up a vast shaft while dodging falling boulders and enemies. 


now sparkles with high-resolution reflections, 
the scars that crisscross his body glow with ma- 
levolence, and he scowls and grimaces during 
trying battle scenes. The visual fidelity is so off- 
the-charts that you can make out folds of flesh 
on the knuckles of his realistic-looking fingers, 
catch an occasional gleam in his ferocious eyes, 
and see a soft glow off his smoothly shaven 
Skull. It's so real, it's surreal. 


DEICIDE IN 10 EAsY STEPS 

The storyline picks up moments after God of 
War Il on the PS2 left off. Kratos now leads 
the race of Titans, monstrous walking moun- 
tain gods, up the towering side of Mt. Olym- 
pus. His goal is to wipe out the surviving gods 
of Olympus, which include Helios, Hermes, Ha- 
des, and especially old daddy bear Zeus. From 
what saw, Kratos's bloody quest for vengeance 


will be largely fought on the bodies of the Ti- 
tans themselves as they slowly ascend the im- 
possibly tall Mt. Olympus. The Titan gameplay 
scenarios looked impressive: trees, grass, and 
other landmarks dot these moving landscapes, 
and at certain times the action went vertical 
when a Titan flexed one of its enormous mus- 
cles. The Titans are big: so big, in fact, that the 
Sony developers bragged that the entirety of 
Medusa's temple from the original God of War 
would easily fit into the palm of the Titan Gaia 
in God of War Ill. 

There are also a legion of gameplay im- 
provements that push the combat tactics to 
a whole different level. Kratos himself if nim- 
bler and more powerful than ever, and can use 
smaller enemies like a battering ram, bowling 
over other enemies as he dashes through the 
crowd ala Dead Rising’s Frank West. Kratos 


can also set enemies ablaze with his new Fire 
Bow, or pummel them at close range with a 
set of enormous, chained gauntlets called the 
Cestus (PSP owners will see similarities to the 
Gauntlet of Zeus). Kratos can also ride and 
control certain enemy creatures by latching on 
with his chain-swords and prodding the mon- 
ster into action. Watched him force a towering 
Cyclops to bowl over its own soldiers; later, 
Kratos impaled an airborne Harpy and used it 
as a kind of makeshift glider to cross a wide 
gap. The gameplay improvements appear to 
be profound and meaningful, going far be- 
yond a few new moves here or a couple of new 
combos there. And there are, of course, count- 
less new fatality moves that you can use to re- 
ally put the screws to your hapless victims—l 
saw stringy eviscerations, cranium impale- 
ments, and a manual decapitation that would 
put Sub-Zero to shame. For God of War fans, 
this game is nothing short of a big, sloppy kiss. 
Pucker up! 


"| HOPE FOR NOTHING” 

From here, the path to victory is clear. But much 
like the Titan’s ascension up Mt. Olympus, it won’t 
be an easy climb. God of War III will either live up 
to the hype or it won't. The challenge for the de- 
velopers will be to match the blistering pace and 
sheer inventiveness of God of War Il, a game that 
still ranks in the highest pantheon of all-time ac- 
tion games. Other considerations, such as the 
length and replayability of the quest and the qual- 
ity of the story's conclusion, will ultimately deter- 
mine whether God of War Ill goes down as a true 
legend or merely a bloody thrill ride. 

Key questions aside, God of War III is look- 
ing mighty promising. The pedigree is there, the 
technology is there, and Kratos is there. Speak- 
ing frankly, this one looks like a slam-dunk. 
—Sid Shuman 


BEAST BUSTER 


Horrific new creatures and devious deities mark a return to form for God of War Ill’s enemy lineup. 


CENTAUR 


These massive horse- 
men are nothing 
like the noble, gen- 
tle giants depicted in 
fairytales. In God of — 4 

War Ill, Centaurs are a nasty, brutish race 
that attack with huge war clubs and bull 
rush attacks. They are also natural leaders; 
The presence of a Centaur makes nearby 
Undead Legionnaires attack in more clever 
and aggressive methods, such as rushing 
Kratos en masse. The Centaur's death ani- 
mation is hysterically violent, showing off 
the game’s new “zipper tech” for eviscera- 
tions and the like. Ewwww... 


KRATOS NEEDS WOMEN 


CHIMERA 


The Chimera is a vile 
combination of lion, 
goat, and snake, and 
its tactics depend on 
which body parts are 
dominant. When its snake tail is in control, 
it will arc over the Chimera's body like a 
scorpion and vomit streams of venom at 
Kratos. Once Kratos chops off the snake 
tail, the Chimera rears up on its hind legs in 
its lion form and gives chase while belch- 
ing fireballs. Once Kratos decapitates the 
lion head, the Chimera hunkers low to the 
ground to reveal the Satanic-looking goat 
head and a nimble new set of attacks. 


God of War IIl director Stig Asmussen talks sex, Sixaxis, and online support. 


"Gimme some sugar, baby." 


To say God of War III looks impressive would be an 
understatement. But God of War Ill’s director Stig 
Asmussen calls the current showing a mere "snap- 
shot" of the final game and promises that God of 
War Ill will be "even better months from now." 
GamePro caught up with Asmussen for answers to 
our hottest questions. 


Will the sexy mini-games come back? 

It's definitely something we're looking at. The 
sex mini-games are a double-edged swori 
damned if we do, we're damned if we don't... 
We're trying to come up with a clever new way of 


advancing it. If it works, and it plays into the expe- 
rience, then we'll do it. If it doesn't work, | have no 
problem putting those resources somewhere else. 


Animation was always a strong suit in God of War, 
but Kratos's movements and attacks look simply 
stunning in God of War Ill. Are you using motion- 
capture for the character animations? 

It's all done by hand. We're using some motion cap- 
ture for the camerawork, and we're also looking at 
motion capture for certain cinematics—one of our 
animators would work on top of that, though. Any- 
thing that's in-game, that's part of the fight or the 
controls, is 100 percent animated by hand. 


Any chance for online integration in God of War 
Ill? We've heard rumors of online cooperative play 
for years... 

God of War Ill is a solo game. That's the way the 
game is meant to be played. It's very interesting... 
you can see how there are some cool cooperative 
play possibilities in [a God of War game], but then 
you're tinkering with something that's already so 
fun and solid. It doesn't need that tinkering. But 


HELIOS 


Less of a combatant and 
more of a victim of the 
Titan's wrath, you find 
the wounded Helios in 
the fortified city that lies oe 

halfway up Mt. Olympus. Before dealing with 
the god of the sun, you must penetrate the pha- 
lanx of troops that protect him by mounting a 
nearby Cyclops and breaking through their en- 
chanted shields. For the coup de grace, you 
grab Helios's head and, via button taps, twist, 
wrench, and heave until it rips right off his 
shoulders. You'll now be able to equip the Head 
of Helios, an item that can reveal secret areas 
and blind enemies with its searing light. 


we're looking at different ways of integrating into 
the PlayStation Network with God of War III. Pos- 
sibly leaderboards or downloadable things, and 
we'll be doing Trophies as well. Home is also in- 
teresting, but | don't know where we stand on that 
right now. 


What about Sixaxis support? Will there be any 
motion-controlled special movies? 


If it feels right, then we'll do it. But there's been a 
ton of discussion about it, and Ithinkthere's room 
foritin God of War Ill. | think Folklore did a fantas- 
tic job with Sixaxis motion controls, and some of 
the moves were very relevant. How would Kra- 
tos rip somebody's head off with Sixaxis? Maybe 
we'll look at doing things like that. 


It looked like Kratos was preparing to attack a 
Titan at the end of the gameplay footage we saw. 
Will Kratos restrict his rage to the Gods, or will he 
fight the Titans as well? 

You're the first person to ask that question! | would 
say, take that for what it's worth. | won't comment 
either way, but take it for what it's worth! [laughs] 


PREVIEWS 


This diabolical chef appears at the end of the Hotel stage...and he isn’t happy to see you. 


GHOSTBUSTERS: THE VIDEO GAME 


Aim for th 


(Ps2 [xox o0 | wi [Ps2 [ os | | 


f the setting and characters in Ghostbusters: 
[-=viseocemetcorendeatamita men 

development team did their job. By enlisting 
the voice talent from the films, including all 
the original Ghostbusters, and modeling them 
after their real-life counterparts, Ghostbusters: 
The Video Game looks to be the closest a game 
based on the beloved franchise has come 
to dropping gamers into the Ghostbusters’ 


flattop! Join Venkman and Co. in this new g 


ul-infested romp 


universe. Though the Wii version is taking a 
more cartoonish angle for the character models, 
they still feel true to the movie characters. 

In the game, the player takes on the role of 
a new Ghostbusters recruit (the Rookie) who 
accompanies the already established Ghost- 
busters on their hunt to track, trap, and termi- 
nate the recent influx of paranormal apparitions 
plaguing New York City. The story, like both 


New York City. 


films, is written by Dan Aykroyd and Harold Ra- 
mis, and their unique brand of comedy is alive 
and well in 2009. As you accompany the Ghost- 
busters on missions you'll hear familiar sarcas- 
tic banter from the paranormal investigators, 
and though your character is the "silent" type, 
you'll receive instructions and tips from your 
team throughout missions. 


“LISTEN! Do YOU SMELL SOMETHING?" 
Playing through a level early on in the game 
that takes place in the swanky Sedgewick Hotel 
(which fans of the first film will instantly recog- 
nize), we learn there are some pretty pesky pol- 
tergeists running amuck, and it’s time to put our 


‘busting skills to the test. The Wii controls allow 
for running and strafing with the analog stick on 
the nunchuk, and the Wii remote is used as your 
aiming reticule. Trapping ghosts is a four-part 
process: fire a containment stream at the ghost, 
then once it's secure you'll be prompted by flash- 
ing arrows to bash it around a little bit in specific 


directions using the Wii remote. Once you've 
tired it out, throw the trap by making a bowling 
motion with the nunchuk and tapping the Z but- 
ton, then lead the ghost into the trap field (just be 
sure not to look directly into the trap). It sounds 
more complicated than it actually is, and once 
you get the hang of it you'll be wrangling ghosts 
like a pro. 

Aside from catching the ghosts we enco! 
tered in the Sedgewick Hotel, we also utilized the 
PKE meter to scan our ghastly enemies. In or- 
der to execute a successful scan, you have to fo- 
cus the PKE meter on an enemy for about four 


seconds; once it’s scanned you can go into your 

database and read up on its different attack pat- D. Ghostbusters: They're what's for dinner. 
terns, which will prove helpful when the ghosts 

become more difficult. There are also many 

smaller enemies (such as possessed cutlery in 

the hotel kitchen) that do not require entrapment; 

you can simply blast them away with your pro- 

ton stream. 


"THE FLOWERS ARE STILL STANDING!" 
Investigating the Sedgewick Hotel floor by floor, 
we couldn't help but zap anything and everything 
we saw, wreaking havoc on any fancy decorations 
and furniture we could find. Destroying the envi- 
ronment is fun in its own right, but it also serves 
a legitimate purpose; there are various items hid- 
den inside objects which you can collect through- 
out the game. 

Our journey through the Sedgewick eventu- 
ally led to a mini-boss; a devious chef intent on 
making Ghostbuster sandwiches with extra pro- 
ton sauce. Before we were able to take him on 
though, we encountered a new feature of the 
game: puzzles. There was a large cake sitting in 
the middle of the kitchen, and using the Wii re- 
mote we had to fire a containment proton stream 
and drag the cake through the kitchen towards a 
large, fiery brick oven. Once we started bakin 
the chef sprang to life (not happy with his handi- 
work being engulfed in flames). Though this was a 
relatively simple puzzle, there are sure to be more 
difficult puzzles that will utilize moving objects 
around the environment in order to progress. 
Ghostbusters: The Video Game is just around 
the corner, so get your proton packs charged up 
and your traps ready; New York City needs you. 


Recognize this guy? If you see him in the halls, try not to get slimed. 
-Andy Burt 


a. A 


Ensnaring ghosts and capturing them in traps is one of the slickest features in Ghostbusters: The Video Game (Xbox 360 screen shot). b. 3 
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WHo You GONNA CALL? 


Designer Herbie Piland and executive producer 
John Melchior of Red Fly Studio talk movies, 
crossing the streams, and...Walter Peck? 


What's it like to fight the Stay-Puft Marshmal- 
low Man? The Stay-Puft battle takes place very 
early on and really sets the pace for the rest of the 
game. The players have been racing up a build- 
ing that Stay-Puft is in the middle of attacking in 
an effort to figure out what he’s after and reach it 
first. The player is still new to their Ghostbusting 
equipment, giving an already tense and memora- 
ble battle an even higher level of excitement. 


Will Ghostbusters be based strictly on the mov- 
ies, or will it also include content, story, and lore 
from the cartoon? The game advances the narra- 
tive laid out by the two movies, with nods to a few 
other sources (for example, Slimer being kept as a 
pet from The Real Ghostbusters). 


Will “crossing the streams” be a game mechanic? 
The original Ghostbusters who accompany you, 
in staying true to their knowledge and experience, 
will of course do their best to keep this unfortunate 
event from happening. But accidents can happen, 
particularly when two rookies are around... 


How did the design team go about retaining the 
look and feel of the movies (with music, set de- 
sign, and story)? This was really important to us, 
right from the start. Watching the movies fre- 
quently was key to keeping ourselves immersed in 
the Ghostbusters lore. We chose a more stylized 
art direction for the Wii version but made sure it 
was still aesthetically compatible with the music, 
story elements, and character designs that are the 
heart of the franchise. 


What was the response from the original ac- 
tors to portraying themselves and lending their 
voices and likenesses to the game? Dan Ayk- 
royd and Harold Ramis were true collaborators on 
this game from the very start. They looked at the 


Ghostbusters hate when guests ask for a late checkout. 


concepts and helped us develop the storyline. 
They went on to write the script for us making it 
a true Ghostbusters experience. They have re- 
viewed builds from prototype to alpha giving 
feedback and tips to make the humor shine and 
the universe authentic. Bill Murray, Ernie Hudson, 
Annie Potts, and William Atherton gave us a lot of 
time and really wanted to get back to those char- 
acters they loved so much from 20 years ago. You 
can't find a group of actors with the legendary re- 
sumes that bring their talent and work harder than 
anyone else to make a game great; these guys 
know comedy, what is fun, what isn't, and know 
how to deliver it. 


What other enemies from the Ghostbusters mov- 
ies can fans look forward to in the game? Several 
major characters from both movies make appear- 
ances in the game. Besides battling the Stay-Puft 
Marshmallow Man in a familiar locale, some of 


the other original antagonists players will encoun- 
ter include a certain green ghost with an appetite 
for sliming and hotel banquets; the Librarian; and 
the ever vigilant and skeptical Walter Peck. Of 
course, we don't want to give away all our secrets; 
but let's just say there will be other familiar faces 
for players to discover when the season of evil be- 
gins again and an all-new Ghostbusters adven- 
ture commences this June. 


To learn more about nog we Dat, uae th 94300 a month with kd bay pabeainivente -N AVY US à 
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According to EA Montreal, “weapon customization is coming back” in a much bigger way. 


We hope Rios's and Salem's masks will be highly customizable too. Create-a-Mask anyone? 


he first Army of Two received average re- 
T iew scores when it released early last year, 

met with a controversial delay and mixed 
opinions on how good the game actually was. "A 
few successful elements set Army of Two apart 
from similar attempts at two-man teamwork," 
according to GamePro reviewer Cameron Lewis. 
The ability to tear off car doors as a riot shield 
while your cohort trailed in tail and let loose on an 
assault rifle, clear rooms back-to-back in staged 


ARMY OF Two: THE 40TH DAY 


In two we trust—Rios and Salem blow up Shanghai. 


slo-mo sequences, and snipe enemies from the 
sky while your buddy guided the parachute de- 
scent were unique staples that set Army of Two 
apart from Gears of War and Halo 3. However, 
clumsy partner A.l., a finicky cover system, ob- 
tuse controls, and a weak versus mode ultimately 
flawed Army of Two. 

Army of Two: The 40th Day addresses all of 
the above issues plus more and expands upon 
the successful elements that made the first Army 


The cover system is much improved, providing sufficient 
feedback that lets you know when you're locked in. 


EA Games 9 Release Date: Winter 2009 
of Two a fun cooperative experience. Everything 
that sucked about the first game or didn't work or 
wasn't executed to its fullest potential has been 
re-evaluated, reworked, and now delivers a bet- 
ter cooperative shooter experience. The controls, 
for example, in the first Army of Two were almost 
the complete opposite of cooperative king Gears 
of War, and are now more mainstream with many 
of the commands a single button press away. 


BOMBASTIC DISASTER 
Enough with the technical jargon and minuscule 
details that plagued the first game, Army of Two: 
TFD looks explosive with new cooperative tactics, 
heart-pounding action, and crisp graphics that 
shine with high-resolution textures, gear that re- 
alistically wobbles and sways on the characters 
when they move, and massive environments that 
showcase the city of Shanghai mere minutes after 
a "Hollywood bombastic" disaster. 
^We want to put the players in the middle of a 
disaster scenario," says the developers, one that 
happened five minutes ago, not years before. "We 
want you to play through a scene where there's a 
disaster occurring all around you and you're still 
in control." To do this, burning embers litter the 
screen, fires rage, and smoke smolders from dis- 
tant buildings shortly after disaster strikes. Unfor- 
tunately, the developers wouldn't go too far into 
the storyline details, but we do know that Tyson 
Rios and Elliot Salem are sent into Shanghai on a 
ne mercenaries operation when things take a 


n 


di 
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Click the Right Thumbstick to manually switch your aim from one 
shoulder to the other, a helpful feature that wasn't in the first game. 


Use hostage enemies as human shields during shoot-outs. 
When they start to squirm away, bop them on the head. 


turn for the worst as another private military orga- 
nization infiltrates the area. 

The first of what will be many disasters we 
saw took place in a high-rise section of Shanghai 
city atop a skyscraper. Rios and Salem stood atop 
the tall building as we witnessed an entire adja- 
cent building come crumbling down around them. 
Fighter jets came whizzing in, "buzzing the tower," 
and took out another handful of buildings in the 
not-too-distant horizon, and it looked amazing. 
It felt as though you could be looking anywhere 
onscreen and witness some sort of epic destruc- 
tion, making you feel as though you are actually in 
the middle of a disaster scenario. You know how 
most games take control of the camera and force 
you to focus on this one explosion the developers 
spent a lot of time on? Well, Army of Two: TFD ap- 
pears to have so many epic moments happening 
atonce that it doesn't matter where you look. 

At the end of the scene, a rogue kamikaze 
fighter jet crashes into the same building Rios and 


teammate gets the jump on the distracted enemies. 
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Salem are standing on and the two are separated 
i by a massive, gaping chasm in the rooftop. This is 
i N just one example of how EA Montreal is trying to 
elaborate on the cooperative experience, and how 
important the number two is. Rios is trapped on a 
slab of concrete and the building is about to come 
down. He snipes at the remaining enemies as Sa- 
lem makes his way towards a large radio tower 
that can be knocked over to create a bridge for 
Rios to cross. 


BASH Bros. PART DUEX 

What we saw before the first disaster appeared 
to be the opening level. Rios and Salem stood in 
a dilapidated bazaar-like back alley with grimy 
tin awnings of septic metal and litter sprawled 
across the ground. At this point the developers 
were playing as the smaller Salem without a co- 
operative human to showcase the new buddy A.I. 
When you're playing solo, you're computer-con- 
trolled buddy will not follow you like a well-trained 
dog, but acts independently with an A.I. state and 
purpose of his own. We witnessed the computer- 
controlled Rios acting on his own accord by taking 
cover on the other side of the street than Salem, 
staying well out of the frustrating “Hey, that’s my 
cover spot” realm, and running to check points so 
you'll never have to wait up for him. 

The developers then demoed a new waypoint 
system that allows you to directly control you're 
A.I. buddy with “stay here, go there" commands 
and a Rainbow Six-style cooperative playbook. 
The playbook let's you preemptively setup coop- 
erative attacks. For example, put the cross hair on 
an enemy and order your teammate to sneak up 
behind him and take him out, or hold him up— 
Solid Snake style. 

You can do the same with enemies, too. Take 
enemies hostage by grabbing them from behind 
anda variety of commands become available. You 
can smack the enemy if he tries to squirm away, 
pull him behind you in a headlock so you can bet- 
ter aim and move faster, or kick him in the butt, 
knocking him away and go for the kill. 

With Army of Two: TFD, the co-op moves you 
can perform are less environment dependent and 
more accessible. "In the first game, it was co-op 
and then shooting, and then co-op tactic again. 
What we want to do (in TFD) is create a much 


There are fun, interactive mini-games to play during load times, such as elevator 
rides. For example, debate the cost of assassinations, dead or alive. 


The fist pound returns, and EA Montreal says the “optional” 
buddy feedback will be even more fun than in the first game. 


A Ug 


The choice is yours to take enemies hostage instead of killing them, 
but you've got to get the jump on them before they shoot back. 


more systemic and much more organic co-op ex- 
perience," where the cooperative moves can be 
performed at any point during the game. For ex- 
ample, the new mock surrender tactic has one 
player throwing his arms up to fake surrender, 
while his partner hides and takes out distracted 
enemies. This is one ofthe coolest new features in 
TFD as the tension heightens by dropping out the 
music as you slowly walk towards the enemy with 
your hands held high. 


PICKING UP THE PIECES 

As for the odds and ends, the optional mantastic 
fist pound, riffing air guitars, and helmet slapping 
gestures return and may be more controversial 
than before. The riot shield and back-to-back coop- 
erative moves can still be performed as is "[Aggro] 
still a central mechanic in the game," according to 
the developers, "but it's visually toned down so 
you don't feel pulled out of the experience." 

Even multiplayer receives more focus in the 
second iteration. "We're investing way bigger in 
multiplayer, the developers said, as they con- 
firmed a higher focus on cooperation a la Gears of 
War 2's Wingman multiplayer game mode where 
teams of two square off against each other. And 
“Weapon customization is coming back" in a 
much bigger way. How? The team wouldn't say, 
but the looks on their faces revealed a massive 
project that may rival the likes of Metal Gear Solid 
4: Guns of the Patriots' weapon customization. 

EA Montreal believes in the number two, and 
so does GamePro after a stunning demo of what 
could be 2009's biggest cooperative surprise. 
—Travis Moses 
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Batman is restrained to Gotham City’s Akrham prison estates as far as we know, but Rocksteady isn’t skimping 
on Gotham’s finer points of interest that include the beautifully lit Wayne Enterprises in the far distance. 
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BATMAN: ARKHAM ASYLUM 


The Joker is your 


rac 


n an effort to remain as fanatically unbiased 
|: possible and leave the critical critiques for 

the official review, | recently got to play Bat- 
man: Arkham Asylum and have to say that the 
Dark Knight's new game looks promising in its 
near-complete state and could be one of 2009's 
biggest summer blockbusters. For fans of Bat- 
man there are dozens of references to old com- 
ics and graphic novels thanks to writer Paul Dini's 


ey and you're the ultimate predator; silent 


it deadly. 


extensive Bat-knowledge. For third-person ac- 
tion gamers, Batman: Arkham Asylum plays like a 
dream with a simple to use free-flow combat sys- 
tem and Batman's slick gadgetry just a single but- 
ton press away. 


Bat CRAZY 
A quick overview of the story puts Batman on 
lock down in Arkham Asylum, Gotham City’s 


Downed enemies will get back up unless you perform a ground takedown by pressing the Right 
Trigger and Y Button. Batman pounces and delivers a Joe Frasier-knockout punch. 


prison for the criminally insane, as the Joker and 
his crew of misfits run Batman through the mad- 
house gauntlet. The game takes place entirely on 
the Arkham estates as far as | know, primarily in 
the prison, and begins with a lengthy, playable 
intro of Batman and security escorting the Joker 
deep into Arkham Asylum. The Joker breaks 
loose and Batman takes chase. 

What | played of Arkham Asylum pitted me 
against basic grunts that tested the visceral 
combo-counter attack combat system, | investi- 
gated detective mode, and snuck around as the 
“invisible predator.” When in combat, Batman 
can combine light and heavy attacks to perform 
various combos a la Kratos's attacks in God of 
War, in addition to a counter-attack system that 
alerts Batman of preemptive attacks. An enemy 
is going to attack when an icon pops up above 
his head. On the Xbox 360, press the Y Button to 
counter that attack in a variety of different ways 
depending on the enemy's location in relation 
to Batman. For example, Batman grabs the legs 
of enemies who try and kick him in the kidneys, 
and swings his elbow around to smack them in 
the head. 


Forensics ‘R Us 

More and more games as of late include a way- 
point system that helps so you're never lost—Dead 
Space and Army of Two for instance. Batman: 
Arkham Asylum has a similar system, and it does 


even more. “Detective mode” 
is a type of x-ray forensics 
view that enables you to not 
only see where to go next, but 
highlights points of interest 
and reveals the locations of 
enemies through walls, and 
distinguishes their threat level 
based on what weapons they 
carry. Detective mode is help- 
ful when you're lost and you 
may not notice the grappling 
point overhead, which will 
be highlighted in this hyper- 
sensory mode. 

As for the “Invisible pred- 
ator” play style, Batman is 
a stealthy crime fighter that 


uses shadows and high eleva- 
Although this special move wasn't demonstrated, this screen shot reveals tions to stay undetected from 
Batman's ability to wrangle up enemies and pull them closer for a beating. his enemies. The invisible 
predator level | played stuck 
me ina large, open room with gargoyle statues lin- 
ing the walls that | perched on to stay high above my 
enemies. | could swing like Spider-man to and from 
the gargoyles by pressing the Right Bumber, hang 
like a sleeping bat by pressing the B Button, and si- 
lently take out enemies that walked under me by 
pressing the Y Button. As | said, most of Batman’s 
commands are just one button away. When Batman 
takes out an enemy by hanging upside down from a 
gargoyle, he leaves them hanging unconscious by a 
rope. If you swing to another gargoyle you can tar- 
get that rope with Batman's Baterang e cut the 
enemy loose, who will fall to his demise. 

Batman: Arkham Asylum is only a month 
away, and | can't waitto get my anxious hands on 
the final product. The combat is a brutal treat in 
itself, reminding me of favorite brawlers such as 

i B Watchmen: The End is Nigh and God of War. Stay 
tuned to future issues of GamePro for the official 
review as this game can't come soon enough in 
my opinion.—Travis Moses 


* 


Voiced by Mark Hamill, Luke Skywalker from Star Wars and Joker in the 
DC animated series, the Joker leads a cast of seriously sick villains. 


PATIENT PROFILE: 


Harley Quinn 


The Joker's on-again, off-again girl- 
friend receives a sexy makeover in 
Batman: Arkham Asylum. 


Usually depicted in a more traditional black- 
and-red jester one-piece, as designed by 

r Paul Dini and character designer Bruce 
Timm, the troublemaker Harley Quinn sports 
a new outfit in Batman: Arkham Asylum. Per- 
sonally, | give the new Harley Quinn bonus 
style points for color coordination, rosy cheek 
makeup, and skintastic sex appeal. What do 
you think? 

In Batman lore, Dr. Harleen Quinzel is 
portrayed as a psychiatrist who volunteers 
to analyze the Joker at Arkham Asylum, but 
falls madly in love and helps him to escape 
on countless occasions in the graphic novel 
Mad Love. It's not until after a devastating 
earthquake rocks Gotham City that Dr. Har- 


Harley Quinn in Batman: The Animated Series (above left), Harley Quinn in Batman: Arkham Asylum. leen Quinzel disappears and returns as the 
villainous Harley Quinn. 


GAMEPRO i LABS 


Turn your 
CREATIVIT 
into CAS 


GamePro Labs is a new service for independent 
game developers working on Microsoft’s XNA 
platform. Benefits include: 


e Publishing your games under the GamePro brand 
* Regular promotion in GamePro magazine 


* A publisher account on GamePro.com, giving you exclusive 
developer community access and promotional tools. 


* Management of all distribution relationships with Microsoft, 
Apple, and others who sell your games 


® A monthly check from GamePro for all units sold 


Go build great games and let GamePro do the rest. 


uulu.gamepro.com/labs 


GUITAR HERO: METALLICA 
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That second bass drum isn't just for show; with enough practice, you'll be pulling off some insane 
double-bass beats in Guitar Hero: Metallica, the latest expansion of the music-simulation franchise. 


e had the opportunity to go hands-on 
W with Guitar Hero: Metallica, and the re- 

sults were shred-tastic. We started our 
metal-fest with Master of Puppets, a classic Me- 
tallica mainstay that showcases awesome guitar 
work, insane drumming, and singing that will leave 
your vocal chords in shambles (OK, maybe not as 
bad as War Ensemble by Slayer, but still). Taking to 
the drums, | foolishly tried to tackle the new Experte 
mode on the first try. | eventually made it through 
the song, but utilizing two bass drum pedals took 
some getting used to (it also made me hearken back 
to my days in hardcore/metal bands growing up). 


I’M PULLING YOUR STRINGS 

| immediately jumped out of the song afterwards 
for some practice in the Drum Over mode. Here, 
you can play drums to any track without fear of fail- 
ing the song, or run the risk of your hands and feet 
falling off. With no drum notes appearing on screen, 
you could conceivably play whatever you want, but 
we're pretty sure the developers putthis mode in to 
practice songs that are particularly trying. 


SWEET FREEDOM 

The feeling of freedom ties well into the main mode, 
where you're no longer required to complete each 
and every song in order to progress. The star sys- 
tem in GHM rates your song performances, and 
when you've gained enough stars you'll unlock the 
next venue, and its accompanying songs. Another 
way GHM feels more open-ended than past itera- 
tionsisthatthe Quickplay mode starts with all songs 
unlocked from the get go. Feel like taking on some of 
the more difficult tracks that you wouldn't normally 
have access to until later? Go for it.—Andy Burt 


NETFUN 
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the 50 United States (include: ) 18+. tails inclu 
i alternate method of entry; see the Official Rules at 
www.xbox com/activatenetflixandwin 


*Streaming instantly from Netflix requires Xbox LIVE® 
Gold membership and a Netflix unlimited subscription 
plan. Hard drive is recommended for Xbox LIVE, and is 
required for some features. See www.xbox.com/live. 
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Few UFC stars are as charismatic as the howling, chain-wearing, 
ps funnyman Quinton "Rampage" Jackson. A former champion, Rampage 
is one of the best light-heavyweight fighters in the world. 
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Authentic. Violent, and flat-out gorgeous, UFc Ndisputeg is one Of the Most impressive fighters We've 
ever seen Gamep has a full analysis of this Cutting-edge Ultimate Fighting Championship game, 
Including s-on j Pressions of i i i 


the INNovative new Controls, comprehensive details On the fighters’ Styles 
and Strategies, and new details On the Career ang Classic Fights modes, This One's for the mixed Martial arts 
fans ang the newcomers! 
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UFC Welterweight Champion Georges St. Pierre lines up a Superman 
punch on Jon Fitch. When they fought in August of 2008, St. Pierre 
dominated a 5 round decision against the tenacious Fitch. 


ighting Championship, made a 
rid. But much has changed since 
lity show debuted on SPIKE TV, 
lhters against each other and set- 
ave forever changed the world of 
tween finalists Stephan Bonnar 
finale (Griffin won by decision) fans 
to the sport in droves making each year bigger 
a ist. With the UFC now covered regularly by ESPN and their 
events doing record numbers at venues across the United States, 
Canada, and Europe, mixed martial arts is kicking the door open 
- on the mainstream with UFC President and front man Dana White 
leading the charge. 

It may seem odd, then, that it's taken so long for a new UFC 
game to make its way to store shelves. Odd until you hear White 
publically lambast their last game, that is. Stuck in a game contract 
passed on from the old UFC owners, the UFC's last game outing 
was underwhelming and poorly received. Or to quote the ever blunt 
White, "It sucked." White wanted to do the next game right and pro- 
vide an experience true to the sport and the UFC brand. Enter vet- 
eran publisher THO and developer Yuke's, best known for working 

e e. ti y A on countless WWE wrestling titles. The product THO and Yuke's 
LN Zum. cops ena has put together is, frankly, incredible. There's no doubt UFC 2009 


The longtime face of the UFC, Chuck Liddell dominated the light- Undisputed is the best MMA game ever made. That shouldn't be a 
heavyweight division as champion with brutal knockout power Burpriseito anyone, who has followed the game since its announce- 
until he was viciously knocked out himself by Quinton Jackson. ment. What will surprise you is just how authentic, detailed, and fun 


UFC 2009 Undisputed really is. 


“You Must Choose, But Choose Wiselu 


Every fighter in UFC 2009 Undisputed specializes in a striking and grappling style. Each provides its own 
unique benefits in the game and can be mixed and matched when creating your own custom rookie. 


Striking Styles 


Boxing 


Specialists: 


Antonio Rodrigo Nogueira, Quinton "Rampage" Jackson, Marcus Davis 


Until recently, the relatively 
new sport of MMA has 
lacked fighters with a strong 
boxing pedigree. Now that 
is starting to change as 
fighters and trainers are 
learning how to incorporate 
the "sweet science" into the 
multifaceted MMA arena. 
Boxers utilize few kicks and 
knees, instead focusing on 
finding their range and tim- 
ing with their fists at a dis- 
tance, or dirty boxing within 
the clinch. 


Kickboxing 


Specialists: 


Chuck Liddell, Chieck Kongo, Michael Bisping 


Often used as a blanket term 
to describe several specific 
disciplines, MMA fighters 
described as kickboxers are 
typically diverse in their use 
of fists and feet. In addition 
to punches, kickboxers em- 
ploy a more diverse arsenal 
of ranged attacks with pow- 
erful kicks. Thudding kicks 
into opponent's thighs, 
midsection, and head give 
a kickboxer a vast toolset of 
ranged strikes. 


Muay Thai 


Specialists: 


Anderson Silva, Wanderlei Silva, Thiago Alves 


Originating in southeast- 
ern Asia, Muay Thai focuses 
on utilizing eight points of 
contact in the fists, elbows, 
knees, and feet. While shar- 
ing many similarities to kick- 
boxing, Muay Thai fighters 
are particularly adept at fight- 
ing in the clinch with knees 
and elbows—often with dev- 
astating effects. 


soo deowr N 


term Focusing on submis- 


-in MMA needs to have—at 
- base in jiu-jitsu to avoid 


from common holds. Jiu- 
_ Jitsu experts are danger- 


Grappling Styles 
Wrestling 


Specialists: 
Georges St. Pierre , Josh Koscheck, Brock Lesnar 


With more and more wres- 
tlers moving into MMA from 
the college ranks, it’s getting 
crowded in the elite wrestler 
category. Being the better 
wrestler means being in con- 
trol of where the fight takes 
place; while wrestlers typi- 
cally flounder when put on 
their back, it is extremely diffi- 
cult to get them there. Power- 
ful slams and excellent control 
of the opponent's position- 
ing while grappling often puts 
wrestlers in the driver's seat. 


Z00-0nc-<opszp7 


Brazilian Jiu-Jitsu 


Specialists: 
BJ Penn, Frank Mir, Kenny Florian 


Often used as a blanket 
sions, Brazilian jiu-jitsu 
changed the landscape of 


martial arts. Every fighter 
who wants to be successful 


the minimum—a competent 
and protect themselves 
ous threats when on their 


backs, able to tie opponents 
up in knots. 


Juda 


Specialists: 
Karo Parisyan, Kazuhiro Nakamura 


Not as common a style out- 
side of Japan, judo has none- 
theless proven its worth in 
MMA. Judoka's are danger- 
ous within the clinch, capable 
of a number of unconven- 
tional trips and throws. On 
the ground, judoka's are pro- 
ficientin a number of submis- 
sions and sweeps, making for 
an atypical and unorthodox 
method of control. 
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Fighters use the same maneuvers as their real-life counterparts. Here, UFC Light-Heavyweight 
Champion Rashad Evans uses an overhand right to knock out Chuck Liddell in nearly the same 


manner as he did when he defeated the UFC icon in September 2008. 


d di. 


AS REAL AS IT GETS 


UFC 2009 boasts some of the most detailed visuals ever seen in a game. With 
over 30,000 polygons per character model, and high-resolution textures, each 
fighter has been depicted in excruciating detail. Even gamers used to today’s 
high graphical standards will be in awe. The virtual Wanderlei Silva is a spit- 
ting image of his real-life counterpart as he preps in his corner during prefight 
introductions. But it’s not only that character models look photo realistic; each 
fighter possesses the same unique mannerisms and movements as his flesh- 
and-blood counterpart. Even better, this isn't merely a surface beauty, but a 
functional beauty as well. Fighters move, respond, and interact in stunningly 
lifelike manners. UFC 2009's rendering engine harnesses technology that prom- 
ises to remove any and all clipping problems once and for all; one of the nagging 
flaws still found in many modern games. Indeed, in our time with the game not 
once did we see two fighter's arms magically pass through the other or a head 
disappear into The Octagon cage. 

That's the theme we found reoccurring throughout UFC 2009: Everything 
behaves exactly as you'd expect itto. Every strike and throw is dynamically cal- 
culated, without the crutch of repetitive pre-rendered animations. When Karo 
executes a judo throw, the position of both men when they hit the ground is 
determined each time by the physics of the particular situation. When Forrest 
Griffin is covering up to block incoming strikes, the blows glance off while real- 
istically jostling Griffin's arms as they absorb the force of the attack. Strikes to 
the ribs produce purple welts and tire your opponent, chopping leg kicks slow 
down movement, while knees to the face open vicious gashes and cuts. Move 
into the later rounds and fighters start gleaming with droplets of sweat run- 
ning down their bodies. By the final round, the two battle-worn competitors 
march out exhausted, pouring sweat, and covered in bruises—an impressive 
sight to behold. 

Of course, THO and Yuke's have captured more than just the UFC stars in 
exacting precision but also the subtle details that provide an authentic UFC ex- 
perience. The presentation of each fight replicates a UFC pay-per-view event 
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Anderson Silva may be the most dangerous fighter in the world. His 
elusive, fluid, and powerful striking style, combined with his black 
belt level jiu-jitsu, make "The Spider" a nightmare for anyone. 


aie lines’ A ssa 


it's dangerous: Like all choke hi 
is a blood choke. Instea i 


Triangle Choke which is dangerous and less i i tricts the carotid 


Why it's dangerous: This move is one reason whya fighter on his arteries on the sides of the n r opponent, po- 
back in a guard position is dangerous. A triangle choke utilizes the 
1 same concept as the rear naked choke for cutting off blood flow to 

£ the head, only this time it's your legs wrapped around his neck. For | 
a double whammy, it's possible to trap an arm as well and work an j How: to avoid it: Don’ ‘t give up your back—that's rule nuni) 
armbar at the same time. A triangle requires a certain degree of u be in that unfortunate pos jon, it's crítical to control yo 
flexibility and timing to pull-of, but when successful, is a thing 
of beauty. 
How to avoid it: Don't let your opponent move his legs up 
when you're in his guard, and certainly don't let your arm get 
caughtin the process. Trying to spin out of the hold migh 
work, Or, if you are blessed with freakish strength, you. 
cangtry the Rampage Jackson approach: pick him up an 
powerbomb him, pro wrestling style. » 


a predictable pattern. If your arm does get caught, keep it from being [ 
at all costs! Twisting and spinning can work if you have good submis 
Otherwise there is the ever- popular (if unreliable) brute forces techni 
arm free with all yor 


NAS SNA FSF NWO 


-MTS ALi OVER!” UFC Z009 UNDISPUTED. OO (LS 


Fighters statistics accurately reflect their abilities. Getting caught in 
the clinch by Anderson Silva is asking have your nose adjusted. Just 
ask Rich Franklin. 


Ae 
shot for shot. In our simulated fight between BJ Penn 
Pierre we saw Penn's older brother, JD Penn, standing 
tagon during his brother's introduction. Likewise, in St. 
trainer and game planner extraordinaire Greg Jackson v 
aging his fighter. All of the non-fighter personalities you'd expe 
a UFC event are here, from the eye-catching UFC ring girls, broad 
Mike Goldberg and Joe Rogan, announcer Bruce Buffer, to UFC ri 
Herb Dean, Mario Yamasaki, and Steve Mazzagatti (who comes \ 


come change and preserves the feel of a tele n broadcast—th 
no meters or icons to distract you from the action. 

Game audio is shaping up to be equally impressive and dynamic. U 
like most sports titles that bring in a couple of broadcasters to grab some 
quick audio takes, THO has gone a step farther and cut up over six year: 
broadcasting archives for use in the game. Starting in November of 200: 
with UFC 40, all event broadcasting audio has been recorded on individual 
audio tracks. With full access to these archives, THO has pored over past 
events and incorporated live audio from Mike Goldberg and Joe Rogan into 
UFC 2009 Undisputed. Add in the requisite new studio sessions to round it ime h strikes of his own, Wanna to regain usd control, looking 
out and UFC 2009 boasts in total 36 hours of unique audio commentary— for sweeps, and timing submissions of his own. Should either combatant suc- 
a number that blows away virtually any other sports game. cessfully attempt a submission, the game quickly turns into a frantic war of 
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P aasian N ea sili haat’ ) ml aia hm m—— 


ie Garinus A [Av apenas aii 


version of some common terms used in MMA. 


a Mixed martial arts terminology can often seem like 
a different language. Fortunately, we're here to both 
entertain and inform. Check out the CliffsNotes 


‘Half Guard 


ck Similar to the guard, except the fighter on top has freed one leg with his other 
hter still trapped. Often during fights while both men are punching and throwing 
Ibows, you'll see them working back and forth with their legs and hips to 
prove their position. 


Zoe-onc<upszpa | 


Side Control Maunt 


The fighter on top has freed both legs now and is in a dominant position. For all the older brothers out there, this should bring a smile to your face. 

The man on bottom has much less control over what happens at this point For you younger brothers, the memories are no doubt less pleasant. This is 

and is working on getting back half guard and blocking his opponent from a truly dominant position with the man on top sitting across his opponent's 

making it to mount. waist; free to rain down punches and elbows at will. If you're on the bottom, 
you're in trouble. 


CONTINUED > 


GAMEPRO.com // Mav2009 // 51 


SPR os LM S S a S SUMI NON 


“I'S Ait OVER!” UFC ZOOS UNDISPUTED, 00000000 
Mints Nee E s eae 


/ 


«Vu Xo 


"The Dean of Mean" Keith Jardine misses with a high kick, leaving 
himself exposed for a counterattack by Rampage. A high kick, when it 
connects, can be one of the most spectacular knockouts in MMA. 


twirling the right analog in circles. TI 
realize you're just moments from p: 


opponent escapes. Should you fi 
you can always go for the more brutish | 
power your way out...which has various 

Of course, every fight starts with bo 
ground game, each fighter has one of three 
their own distinct method of bone crushing 
ing, and Muay" Thai (see sidebar "You Must [o 


sively limittheirtraining of techniques to their preferred 
don't take long to get used to either: The four face butt 
each leg and arm, while the shoulder buttons manage 
blocking. When fighting from a distance, pressing an arm attac 
in a jab and a leg attack with a kick. Move in closer and tl 
kicks switch to elbows and knees when appropriate. Ac 
bumper doubles as a sort of "special modifier". It's hei 
of your more unconventional attacks. Depending on the 
ation you'll be able to attempt flying knees, superman pun: 
back fists, overhand haymakers, and axe kicks, just to nam! 
The final aspect of the fight game is takedowns and the clin 
with the right analog towards your opponent with the height mo: 
you'll attempt either a shooting takedown, clinch, or Muay Thai cli 
Everything is designed to work exactly how you'd expect with sprawl: 
clinch trips, judo throws, and devastating Thai clinch knees and elbows. 
Jockey for position in the clinch and you'll see flesh pushing against flesh 
with arms moving in and out of the way, again, with no polygon clipping. 
Speaking honestly, it's impressive how deep and true to life the combat in 
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“Tomplete Fighter Roster for WFC 2009 Undisputed 


UFC 2009's roster packs a punch, with 80 fighters across all five weight classes and a few surprises. 

Gamers purchasing UFC 2009 Undisputed though GameStop will get a special treat in the form of 

two bonus fighters as downloadable content (while supplies last) in the forms of The Ultimate Fighter 
Season 8 winners Ryan Bader and Efrain Escudero. Here's the rundown! 


Heavyweight 
Division 

Andrei Arlovski 

Mark Coleman 

Mirko Cro Cop 

Gabriel Gonzaga 
Antoni Hardonk 

Heath Herring 

Cheick Kongo 

Brock Lesnar 

Justin McCully 

Frank Mir 

Antonio Rodrigo Nogueira 
Eddie Sanchez 

Tim Sylvia 

Cain Velasquez 
Brandon Vera 

Fabricio Werdum 


Light Heavyweight 
Division 


Houston Alexander 
Ryan Bader 
(GameStop Exclusive) 
Tim Boetsch 

Stephan Bonnar 
Rashad Evans 

Wilson Gouveia 
Forrest Griffin 

James Irvin 

Quinton “Rampage” Jackson 
Keith Jardine 

Chuck Liddell 

Lyoto Machida 
Kazuhiro Nakamura 
Tito Ortiz 


Mauricio Rua 


. Thiago Silva 


simply pu d cra! 
the sport's legions 


with this much to offer has appeal reaching wi Pour onsiderable 


Wanderlei Silva 


grasp of the UFC crowd. UFC 2009 Undisputed looks to ti 


fighting genre on its head —Rampage style. We can't get tl 
into our consoles soon enough. 


game back 


Middleweight Welterweight Lightweight 
Division Division Division 
Ricardo Almeida Thiago Alves Mark Bocek 

Michael Bisping Matt Arroyo Rich Clementi 

Rich Franklin Kyle Bradley Mac Danzig 

Kendall Grove Josh Burkman Nate Diaz 

Dan Henderson Marcus Davis Frank Edgar 


Martin Kampmann 
Chris Leben 
Thales Leites 
Jason MacDonald 
Demian Maia 
Nate Marquardt 
Yushin Okami 
Drew McFedries 
Amir Sadollah 
Anderson Silva 
Evan Tanner 


Jon Fitch Efrain Escudero 
Matt Hughes (GameStop Exclusive) 
Anthony Johnson Spencer Fisher 
Josh Koscheck Kenny Florian 
Chris Lytle Hermes Franca 
Karo Parisyan Tyson Griffin 
Diego Sanchez Roger Huerta 
Matt Serra Joe Lauzon 
Georges St-Pierre Gray Maynard 
Ben Saunders BJ Penn 
Mike Swick Sean Sherk 
Joe Stevenson 


Thiago Tavares 


W Ultimate Fighter Season 1 winner Diego Sanchez is known 
both for his intensity and relentless pace in the Octagon. 
Recently having dropped in weight from Welterweight to 
| Lightweight, Sanchez is poised to be a force in the division. 


Feature 
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Fight Night Round 4 


Incredible speed, realistic style, and an awesome career 
mode could make this the finest fight game of all time. 


oxing is brutally violent, bloody, and at its 
B best moments, stunningly graceful. But it's 

mostly violent. Each round, each punch. 
carries extreme menace and ill intentions. This is 
why we've always been puzzled by how watered 
down, slow, and unrealistic the sweet science has 
been previously depicted in most games. 

Even Fight Night Round 3, which has become 
legend amongst Xbox 360 early adopters, suf- 
fered from these shortcomings. It was faster than 
any previous fighting game, but it still felt a little 
too slow when compared to real-life boxing. 

All this changes with the latest incarnation of 
the Fight Night series from EA Sports. Fight Night 
Round 4 demonstrates a level of speed and sense 
of power that literally left us gasping for air and 
drooling for the final version of the game. 


Your Call: Ali or Tyson? 

GamePro's demonstration was brought to life in 
theform of one ofthe most intriguing hypothetical 
boxing matches of all time. Tyson vs. Ali. Man vs. 
Beast. The Most Feared of All Time vs The Great- 
est of All Time. What's your call? Who do you think 
would win? 


Fight Night will feature at least three times the 
number of boxers in Round 3, and these fighters 
will exist amongst eight different weight classes. 
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The boxers ‘cal i the traditional pre- 


came out. later in his traditional. silky white robe. 


Above and beyond the photorealistic graphics, we 


were impressed with the way each fighter moved. 
Even just approaching the ring, Tyson looks like 
Tyson and Ali looks like Ali. This emphasis on in- 
dividual mannerisms and style is one ar the core 


tenets of Fight Night Round 4. 


At the bell, the. fighters, controlled by Brian 
Hayes and Mike Mahar—the Gamepla 
and Legacy/Online Producer—came out swing- 
ing. Ali attempted to keep Tyson at bay by us- 
ing his longer arms to jab, jab, jab with the hopes 
of landing a hard straight punch. Tyson bobbed 
and weaved in an effort to avoid Ali's stiff jab 
and get in close in order to land the devastating 
body blows, hooks, and uppercuts that marked 
his early career. — 

These early fight tactics. immediately made it 
clear that one of Fight Night Round 4's most im- 
pressive new features is increased speed. But 
that's not all. How about faster and more realistic 


GAMEPRO.COM 


UFC isn't the only brawler in town. We're featuring four 
' of the fiercest fighters coming to consoles over the next 
'&ar. In this fight club, were definitely talking. 


GEORGE JONES, SID SHUMAN, AND Dave RUDDEN 


punching, more realistic blocking, and even more 
incredible intensity? 

Because of technical limitations, all previous 
boxing games prevented players from getting re- 
ally close in to each other. The end result tended 
to feel more like a sissy fight than a boxing match; 
at times it felt like you were simply clawing at 
your opponent. Sluggish extended punching ani- 


mations compounded this sensation, which is in 


direct contrast with boxing (or fighting for that 
matter) in real life. 
Improved physics now allow the type of in- 


- fighting that would characterize a match between 


pugilists like Ali and Tyson. As Tyson moved in- 
side of Ali's reach, Ali could hug him in order to 
lock up Tyson's arms and then shove him away. 
During the clinch, Tyson pounded the body with 
his free right hand. 

Hayes told us that this new punching model 
is not only way faster than before, but it also al- 
lows players to rapidly fire punch combinations. 
The controls will more or less remain the same, 
although EA hinted that a newer, simplified "To- 
tal Control" scheme will allow for even faster 
punches and counters. Based on what we wit- 
nessed in this Ali-Tyson match, the action will be 
faster than any other fighting game we've ever 
seen, including Street Fighter IV. Watching Ali re- 
peatedly flick his left-hand jab is a thing of beauty, 
particularly when followed up by the devastating 
straight right-left combo. 

Devastating haymaker punches also remain 
in the game, although they've been slightly modi- 
fied. You can increase the intensity and resulting 
damage of any boxer's punch by simply holding 
the right shoulder button while you punch. Oh, 
and there's one final cool addition to the punch- 
ing system. The new physics engine in Fight Night 
Round 4 automatically determines the intensity 
and effectiveness of your punches based upon the 
boxers' forward/backward momentum and other 
factors, not just the amount of force or cock-back 
you put on the analog stick. 

An all-new blocking model eliminates the un- 
realistic all-or-nothing parry system that many 


gamers were able to exploit in the previous 


iteration of Fight Night. The best way to ex- - 


plain the intention behind the revised block- 
ing model is this: If you had your boxing gloves 
up and Mike Tyson punched you in the head, 


don't you think you'd feel a little pain? This new 


system takes into account punch strength and 


angle of deflection. With your guard up, incom- 
ing punches will still be deflected, but depend- - 
ing on each boxer's skills, the guy who gets - 


punched will still suffer some damage. Over 
the course of an engagement, fighters will in- 

ches past a static 
ing and weav- 


guard, so you have to keep b ) 


ing as you fight. No more. standing there with 


your arms covering: your face, bud. nm 


————— a 


Between Rounds: — 
Cutman nr ice? 


Between rounds, you have to 


dress them. Depending on the perfor n 


your fighter in the previous round, he'll earn. 3 


and abilities will depend on your fighting style 

and the form of punishment you take over the - 
- years. Repeated beatings | will slow you dow: 
- over the course of your caree 


Legacy Mode: Ali ar Tyson? 

Fight Night's “Legacy mode" is one of the most 
unique sports career modes we've ever seen. 
It's different because it centers around one 


very important concept— career longevity. Like 


other boxing games, in Legacy Mode you cre- 


ate your own fighter and attempt to become — 
- one of the greatest boxers of all time in one of 


several different weight classes. _ 

Aside from winning every fight you en-- 
ter, the primary goal of Legacy Mode is to be- 
come a legendary boxer along the lines of Ali, 


- Sugar Ray Leonard, or even Tyson. You forge 


your own legend by fire by winning fights and - 


ET like m life, our boxer’ longevit 


a lot of Eos As your boxer slows down, this 


a certain number of points that can be spent th 


on ice that can reduce swelling, help with his - 


cuts, or even an angry pep talk. There's no 
more mini-game in between rounds and both 


players tend to their fighters at the same time, X tici 


which gets you back into the action faster. — 

Fight Night Round 4 is consistent with the 
original Xbox 360 version in that the health, 
stamina, and strength meters that indicate 
your boxer's status are hidden from view. Be- 
tween rounds, you'll have to use your intuition 
to figure out how to give your guy the best 
chance at success. 

In a similar manner, the mini-game that 
triggers when you get knocked out reflects an 
emphasis on horizontal and vertical balance 
versus vision. You use the analog stick to stand 
up in a balanced fashion and as you stand up 
you try to keep from falling to the left or right. 
The more messed up you are, the harder it is 
to stand up. 


Settle things i in a June 


Unleashed on the Xbox 360 just months af- 


| ter the launch of Microsoft's next-gen system, - 


Fight Night Round 3 quickly attained legendary 
status amongst the original wave of Xbox 360. 
gamers, providing the kind of experience that 
gamers will still be reliving 5 or 10 or 15 years 
from now. 

This latest revision of the Fight Night se- 
ries represents a remarkable leap in realism, 
so we can easily see ourselves becoming com- 
pletely and utterly engulfed in fisticuffs again 
this June. 


ven ifyouwin — 


Hollywood boxers 


we'd love in Legacy Mode 


We think it would be great if you could 
fight as one of the following eight boxers 
in Fight Night Round 4’s Legacy Mode. 
Some are fake, some are real, but they're 
all from the movies. 
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Jake LaMotta 

Depicted by Robert DeNiro in Raging 
Bull, LaMotta's career was full of scan- 
dal, including an arrest for having sex 
with an underage girl in Florida. 


Rocky Balboa 

Rocky was awesome, and he could take 
a punch. He probably fought two or three 
fights too many—lvan Drago, Tommy 
Morrison, and that kid in Rocky Balboa. 


Ivan Drago 

“| must break you.” Enough said. Tall, 
strong, and Russian, Drago (Dolph Lun- 
dgren) was literally a precursor to heavy- 
weight champion Wladimir Klitschko. 


One the Waterfront 

There wasn't a lot of boxing in this 1954 
classic, but who wouldn't want to play 
Fight Night as Marlon Brando's depic- 
tion of Terry Molly? 


Teen Wolf Too 

Jason Bateman lacked the clever vul- 
nerability of Michael J. Fox, but he was 
up to the challenge as Teen Wolf joined 
the Hamilton University boxing team. 


j Million Dollar Baby 


Maggie Fitzgerald (Hilary Swank) sure 
could throw a punch. If EA could ever 
capture hertragic demise, that would be 
an amazing moment for a video game. 


Hurricane 

Rubin Hurricane Carter (Denzel Wash- 
ington) was an animal in the ring. How 
many other boxers have a Bob Dylan 
song named after them? 


Cinderella Man 

The rags to riches story of James Brad- 
dock (played by Russell Crowe) is a 
classic boxing tale that is perfect for 
Legacy Mode. 
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right Club 


Inside the Fight: 
The Tekken Interview 


Tekken 6's director answers our punch questions! 


your opponent through the floor, picking them up 
when they are bound, and then carrying them to 
the wall is still there though. Part of the strategy 
involved is getting your opponent into a position 
to pull this off. For advanced players and novices 
alike, whether this is possible depends on the 
. match-up between you and your opponent. 


seventh console release with Tekken 6. As 

the first title to receive a multi-console re- 
lease as well as the first game to not see an official 
U.S. arcade debut, we've got plenty of questi S 
that need answering. We talked to Katsuhiro Ha 
ada, the game's Project Director about the high 
anticipated brawler, 


T he stellar Tekken series is approaching its 


play and how jnatehm -king will wark? TI 
tem in Tekken 5: Dark Resurrection is fine 
sic. Will this system be enpansed for Tekkan 
and how so? 
Unfortunately | cannot reveal everything abo 
the online functions of the game: at this time. How: 
ever, | will tell you that we have something n 
andexciting planned in addition tothe regul: 
sus game play. 

In terms of matching, we are focusing on the 
compatibility of connections and hope to impr: 


does this i impact tie gameplay and CM expe- 
lence? What kinds of moves did you re-create the 
nimations for? 

here are several different reasons for animation 


are Gira ‘The reasons are: One, fans wanted 
_ better or cooler-looking animation. Two, the look 
ind flow of the animation seems weaker or more 
: powerful than the actual move's damage or prop- 
rties. Three, we want to add a new purpose to the 

move to open Yp more possibilities. 


This catfight just got a lot sexier with the 
gaddition of splashi slaps and kick 


56 /} May 2009 // GAMEPRO.COM 


There are some finer details, but most anima- 
tion fixes and re-makes are done for one of these 
three reasons. 

In the first two cases, we hope the new ani- 
mation will fix these issues. In the third case, the 
re-animated move may be used to lead into some 
new combo, or it may affect a character's effective 
range, making it easier to fight at certain distances 
that were difficult before. Elements like this change 
the strategy and make it easier for the player's ac- 
tions to have a more direct impact on gameplay. 


Can you offer any details on. the storyline, and 
what's at stake in the new tournament? 
In the last King of Iron Fist Tournament 5, Jin Ka- 
zama defeated his great grandfather Jinpachi 
and took control of the Mishima Zaibatsu. The 
powerful Mishima Zaibatsu, controlled by Jin, 
then utilized the military might of the Tekken 
Force to incite conflict and to cause turmoil for 
the entire world. 

The Zaibatsu then declared independence 
from, and fought against the rest of the world. 


SS 


It appeared the Mishima Zaibatsu would soon What is your personal favorite addition to the 
take control of the world, when suddenly Kazuya gameplay in Tekken 6? It could be the way the 
Mishima, taking control of the mysterious military new animations feel while you play, orre-tuned 
organization known as the G Corporation, stood combos, or anything like that. In short, why is 
against them. Taking on the Mishima Zaibatsu this the version of Tekken 6 to play? 

forces, the G Corporation gained in popularity and For these 10-plus years producing the Tek- 
support grew among the citizens ofthe world. The ken series, we have pursued certain concepts 
G Corporation then announcedthatitwouldgivea consistently. Tekken is an aggressive, destruc- 
substantial bounty for anyone who could capture tive, and brutal game with an edge; and its 
Jin Kazama alive. Jin decided to purposefully play gameplay is very thrilling and fulfilling for the 
into Kazuya's hands and opened The King of Iron. player. This is how we always envision the se- 


What can you tell us about the new Tekken 6 char- 
acters Alisa Boskonovitch and Lars Alexanderson 


(pictured on previous page)? They seem to have 
very different fighting styles than the other char- 


acters—are they aimed at newcomer players? Are: 


they similar to other characters in any way? - 


With Tekken 6, four new characters were added: - 


Bob, Miguel, Zafina, and Leo. These four charac- 
ters are loosely based on Tekken fan ‘suggestions 


from around the world. Different approaches 


. were taken in developing these four characters; 
some are made with experts in mind while | others 
are for older Tekken fans or beginnei : 

For the two new characters in Tekken 6: Blood- 
line Rebellion, we took a different. approach. In 


terms of Alisa, we purposefully decided on a char- 
acter design that would betotally newtotheseries | 


in the hopes of attracting new fans. We also made 
her relatively straightforward and easy to control. 
As for Lars, we decided to make a character 


that would feel new to long-time players who rA 
have already grasped the feel of most of the older 


characters. His motions (character animations), 
moves, and controls are all quite newand add new 
strategic possibilities to the series. 


_ Fist Tournament 6 amidst the current global con- 


flict. Jin and Kazuya’ s rivalry heated up. — 

Itwas then that Lars Anderson, a young officer 
in the Tekken Force, turned on the Mishima Zai- 
batsu with many of the soldiers under him and re- 
belled against the Zaibatsu. _ 

Who is Lars? What were his motives? And 
most importantly, why did Jin Kazama, after im- 
mediately taking control of the Mishima Zaibatsu, 
become such an evil and dee s force to the 


4 Among. the “new E in the game, 
some have lost family i in the chaos caused | by Jin | 
Kazama. Some are intertwined with Kazuya 
m the series 


u can count on Tekken still delivering 
he weirdest characters around. 


ries and | believe Tekken 6 is the closest it has 
come to these ideals. 


Do you have any desire to bring the Tekken series 
to the Wii? Why or why not? 

That would be very interesting. Like the Xbox 
360 owners, if Wii owners are passionate and 
make it known they really want the series on 
their system, we would love to be able to answer 
thatrequest. . 

. Hearing about the huge number of Xbox 360 
| owners who are Tekken fans, especially in North 
. America, definitely played a huge part in influenc- 
ing us to bring the game to that system. 

As for the Wii, the standard controller lacks 
the right number of buttons and the placement 
is awkward, so...| suppose the classic controller 
could handle it! 
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A SORTA NEW CHALLENGER APPROACHES! 


Check out some of Street Fighter IV's delicious DLC! 


While it may be out a few months by now, Capcom’s signature brawler still has plenty of fight left in it. 
Here’s some great content that you can download right now in Street Fighter IV! 


NEW COSTUMES: 


While you could unlock new colors by conquering various challenges in Street 
Fighter IV, Capcom's unleashed crazy new costumes available for purchase on 
your marketplace of choice. Here are our five favorite makeovers: 


CHAMPIGNSHIP MODE: 

While this new mode includes enhanced matchmaking and better skill track- 
ing, the highlight has to be Replay Mode, in which you can record, upload, and 
download the very best Street Fighter IV matches. In true Capcom community 
spirit, players can vote and leave comments. Just keep it clean! 
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il Like t 
Thought the HD consoles were the only ones getting to throw down? Here's 
two Wil-exclusive fighters you'll be swinging your fists (and remotes) for! 


Lys 


TMNT: Smash Lip! 


Ninja Turtles meets Smash Bros.! 


ith Nintendo already 
providing us with a 
healthy dose of Wii- _ 


based four-player party fight- 
ing with Super Smash Bros. 
Brawl, another company is 
going to have to pick up the 
slack when gamers yearn 
for more mascot-based fisti- — 
cuffs. Ubisoft has stepped up — 

to fight with TMNT: Smash 
Up, which allows you to take 
control of the heroes in a half- 
shell, as well as some of their 
greatest allies and enemies. 


doknowthatthe game is bei 
extensive Work on Smash Bros) as well as Team! 


probably. Be some of their own. signature ha 
see the Prince, Altair, Rat King, and Baxter Stocki 


Punch-Diut!! 


The fight commences this spring! 


hen we first laid eyes on the new — 
W Wii iteration of Punch-Out, we fell in - 
love. Featuring numerous homages | 
to the NES classic with updated visuals, as. 
well as the one-two combo of motion control 
and NES-style classic control, how could we ece $ 
not? Now that we've done a bit of research, info has been divulged via the gamı You think King Hippo would have got that stomach 
our anticipation to lace up the gloves has description. Amongs the revelations are that injury looked at over the last two decades. And pur- 
only increased. “One character flexes his pectoral 3 i fitting shorts. 
While we've always enjoyed Punch-Out's and glute muscles prior to a fight, x F, ; 
sensational sensibilities, knowing that Van- while another boxer belches dur- 
couver developers Next Level Games willbe ing a cutscene.” Additionally, — 
working on the game gives us a good feel- Nintendo's latest info report on 
ing about the game. Next Level was the cre- Punch-Out has confirmed — 
ative forces behind GamePro-favorite Mario the return of Mac's t 
Strikers Charged, which featured the hard- Doc Louis whi 
est hits this side of Smash Bros, as well as mentioning that more | 
some elements that could have been rated classic characters will be — 
T for Teen—we're talking Waluigi making joining a few new faces. 
crotch chops and Daisy pointing outher...as- This fight card is filling 
sets. Needless to say, we can’t think of a bet- fast, and we can’t wait for 
ter company to tackle the politically incorrect the main event. 3 


onestly, | think people are afraid of it,” Peter Tamte says. 
“Obviously the Iraq War is à controversial topic." Tamte is 
the president of Atomic Games, a game studio that is ready- 
ing a bold new military shooter called Six Days in Fallujah. 
The game is set in the bloodiest combat of the Iraq War, the 
battle of Fallujah, and it won't pull any punches concerning its mature sub- 
= ject matter. "If this were a movie, a TV show, or a book, people wouldn't 
question portraying the war in Iraq,” Tamte continues. "So why wouldn't 
= that apply to a video game?" 


Shock and Awe 


The genesis of Six Days in Fallujah—what is perhaps the most controver- 
sial mainstream game premise we've ever heard— stretches back to 2003. 
"One of the divisions in our company was developing training tools for 


the U.S. Marine Corps," Tamte explains, "and they assigned some ma- 
rines from the Third Battalion First Marines to help us out." By an unfortu- 
nate coincidence, some months later that same battalion was called into 
action in Iraq to engage in the bloodiest battle of the war—the Battle of 
Fallujah. “Fallujah was, and still is, the largest urban assault since the Viet- 
nam War," Tamte says, "and just under half of the Marines in that battal- 
ion were killed or wounded." Tamte's team had already grown very close 
to these marines and considered them friends. "When they came back 
from Fallujah, they asked us to create a videogame about their experi- 
ences there," Tamte recalls. "It seemed like the right thing to do." 

The stated goal of Six Days in Fallujah is to create the most realistic 
military shooter possible. "Ultimately, all of us are curious about what it 
would really be like to be in a war," Tamte says. “I’ve been playing mili- 
tary shooters for ages, and at a certain point when I’m playing the game, | 
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know it's fake. You can tell a bunch of guys sat in 
aroom and designed it,” he says. "That's always 
bothered me." So the team at Atomic Games 
began to piece together accounts from a wide 
variety of sources: the returning marines, Iraqi 
civilians, enemy insurgents, war historians, and. 
senior military officials. All told, more than 70 
individuals shared their detailed accounts con- 
cerning the battle. The result is what Atomic 
Games describes as a meticulously recreated 
in-game version of Fallujah, complete with real- 
life marines lending their names and likenesses, 
as well as recreations of the specific events from 
the battle. “It’s almost like time travel,” Tamte 
adds. "You're experiencing the events as they 
really happened." 

After all the interviews and research, what 
the developers learned about the battle was 
surprising in its psychological complexity. The 
game's creative director, Juan Benito, elabo- 
rates. "Through our interviews with all of the 
marines, we discovered that there was an emo- 
tional, psychological arc to the Battle of Fallu- 
jah." Benito explains that many of the marines. 
were relatively young—“boots” in marine 
slang—and that they entered Fallujah amped-up 
and ready to fight. "Marines are trained to not 
back down from anything," Benito explains, “so 
what we had in Fallujah was the irresistible force. 
meeting the immoveable object." When the ma- 
rines first penetrated the northern edge of Fallu- 
jah, they were energized and enthusiastic. But by 
the third and fourth days of the battle, the com- 
bat high had "turned into the depths of despair," 
Benito says. "The marines weren't prepared for 
the ferocity of the resistance in Fallujah...this 
was a very new situation, and they had to adapt." 
Adapt they did. 


Fallujah 


Atomic Games president Peter Tamte gives a brief primer on the 
historical significance of the Battle of Fallujah. 


"In April of 2004, a number of U.S. 
Coalition forces tried to take the city 
of Fallujah [located in Iraq]. They 
were essentially pushed back out 
of the city by the people of Fallujah 
and the insurgency. That became 
a rallying cry for the entire insur- 
gency across the world—Fallujah 
became the headquarters for thou- 
sands and thousands of insurgents 
who came into the city from some 
18 different neighboring countries. 
Fallujah is also important in a stra- 
tegic sense because it’s located just 
outside Baghdad and is part of the 
beeline for supplies getting to the 
Iraq insurgency. 

So.it became obvious to everybody that there would be a second battle in Fallujah. At 
this point, the U.S. Coalition forces started dropping leaflets all over Fallujah, saying ‘there 
will be another battle, leave the city now.’ Most of the civilians fled the city; what was left 
was somewhere between 5000 and 7000 insurgents. They spent months building tunnels 
and bunkers—essentially turning Fallujah into a fortress to prepare for the U.S. assault. In 
November, the Coalition troops assaulted the city. The reason the battle of Fallujah became 
historic after the fact is because the battle turned much, much bloodier than anybody had 
expected. The tactics that the insurgents used were so effective that it changed the face of 
urban combat. 
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Dark Corners of the Earth 


Which brings us, finally, to the game. Intriguingly, 
Atomic Games describes Six Days in Fallujah as a "sur- 
vival-horror game," a genre made famous by splatter- 
punk zombie blasters such as Resident Evil and Dead 
Space. But in Six Days in Fallujah, the fear comes not 
from the undead or the supernatural, but from the un- 
predictable, terrifying, and very realtactics employed 
by the insurgents that were scattered throughout Fal- 
lujah. "Many of the insurgents had no intention of 
leaving the city alive," Benito says. "So their entire 
mission might be to lie in wait, with a gun trained at a 
doorway, for days just waiting for a marine to pop his 
headin.” For the marines, these scenarios represented 
a lethal case of Russian roulette. "They went door-to- 
door clearing houses, and most of the time the houses 
would be empty," Benito explains. “But every now and 
then, they would encounter a stunningly lethal situa- 
tion...which, of course, rattled the marines psycholog- 
ically." For Benito, giving players a taste of the horror, 
fear, and misery experienced by the real-life marines 
in the battle was a top priority. 

As you fight house to house and street to street 
in the game, you'll quickly learn to fear open door- 
ways (what the real-life marines came to call "fatal 
funnels") and enclosed spaces. And there are a /ot of 
enclosed spaces in Fallujah, as the insurgents riddled 
the city with secret tunnels and underground bunkers, 
claustrophobic areas you'll have to explore and clear 
in the game with the help of your fire team. "These 
are scary places, with scary things happening inside 
of them," Benito adds. "In the game, you're plunging 
into the unknown, navigating through darkened inte- 
riors and 'surprises' left by the insurgency." Focusing 
the authentic military action through the lens of sur- 
vival horror is an inspired design choice, one that will 
have profound effects on the game's pacing and tonal 


palette. "In most modern military shooters, the tendency is to 
turn the volume up to 11 and keep it there," Benito says. "Our 
game turns it up to 12 at times but we dial it back down, too, so 
we can establish a cadence." 

"There will be times [during gameplay] when you're navigat- 
ing through a room and it's strikingly quiet and eerie," Benito elab- 
orates. "But you may see subtle cues, such as dust falling from the 
ceiling or a shadow that moves.” More disturbing is a tactic pulled 
straight out of the real-life urban battle. Some insurgents knew a 
few words of English and would call out in order to to lure marines. 
into ambushes, a mechanic that is represented in the game. The 
results could be skin crawling: "You might hear a voice coming 
out of a darkened doorway whispering, ‘Mister, mister, c'mere, 
c'mere'," Benito elaborates. "Of course, the marine won't fall for 
that, but it gives a very eerie feeling to the environment.” 


Shaping the Battle 


The subtle shift to survival horror is an inspired and completely original move 
forthe tried-and-true military shooting genre. But from a gameplay perspec- 
tive, Six Days in Fallujah's biggest ace in the hole may be on a purely techno- 
logical level. According to the developers, the game's environments are 100 
percent destructible and degradable thanks to a completely custom render- 
ing engine. Fully destructible environments—structures and set pieces that 
collapse and explode realistically under bombs or bullets—remain a massive 
technological hurdle for most game programmers. And though "destructi- 
ble environments" have been hyped in games ranging from 2001's Red Fac- 
tion to 2007's Battlefield Bad Company, the results have usually been limited 
and disappointing. 

Not so in Six Days to Fallujah, according the development team. "This 
engine gives us more destructive capability than we've seen in any game," 
Tamte interjects, "even games that aren't finished yet." According to the 
developers, destructible environments are critically important in telling 
the true story of the events in Fallujah, as the marines eventually learned 
to blow holes in houses and walls using C4, grenade launchers, and air 
strikes to blindside the insurgents waiting within. Referring to these mo- 
ments in the game as "combat puzzles," Tamte claims thatthe destructible 
environments "change literally every aspect of how you play this game." 


The game also neatly sidesteps another potentially fatal flaw: for once, 
the "destructible environments" claim isn't based around a goofy, out- 
of-place marketing gimmick—the city of Fallujah really was destructible, 
and Atomic Games has the marine testimonies to prove it. "You can do 
everything from creating a new line of attack by blasting through a wall," 
Tamte says, "to taking out a sniper by blowing up part of the building." 
According to Benito, the destructible environment adds so much to the 
gameplay that it's "frustrating" to go back to games like Call of Duty or 
Gears of War. 

One thing the developers at Atomic Games won't be able to blow a hole 
through, however, will be the controversy surrounding the game's premise. 
The Iraq War has been one of the most controversial and polarizing events 
in the history of the United States. Planning a third-person shooter based 
around these very real events—events that are still fresh and raw in the 
mind of the public—is an awfully risky move. The developers don't deny 
this, freely admitting that their video game portrays “enormously traumatic 
events" in a highly realistic way. “The Iraq war is the most relevant event 
of an entire generation," Tamte says. "And video games are the medium of 
preference for this generation.” Ard as for the controversy over the war it- 
self? "We want players to draw their own conclusions." 
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GamePro senior editor Sid Shuman talks 


Peter Tamte and Juan Benito from Atomic Games. 


Juan Benito: Actually, yeah, that was one of the surprising elements we 
found when we researched the battle. There were multiple drugs they used: 
they injected methamphetamines (i.e. crystal meth) and liquid adrenaline. 
They took these types of drugs to stay awake all the time, but also because 
the insurgents didn’t have much in the way of medical facilities. If you get 
shot, one way to gut through the pain would be to shoot yourself up with 
adrenaline. Of course, you'd die eventually because you'd bleed out. But be- 
cause of their conviction, these insurgents had no intention of leaving the 
city alive anyway. 

For the marines, it was particularly frightening. When they shoot an en- 
emy, they expected him to go down. But if your target is whacked-out on 
meth or adrenaline, he can absorb [far more punishment]. We heard reports 
of insurgents receiving up to eight different bullets—in the center of mass— 
and still being able to run and engage. That guy's not gonna live, but he might 
go somewhere and trigger an explosive device. That's grisly, that's horrific. It 
almost makes the enemy take on some kind of supernatural quality. 


Peter Tamte: We do take the title literally. The heart of the battle took place 
across six days. There are some night fights—the opening assault took place 
at night, for instance. 


JB: It's interesting. The more we studied the battle, the more we realized 
it had a campaign-ready arc to it. The marines entered Fallujah from the 


northern edge of the city and pushed south. They reached the southernmost 
tip of the city after six days of continual assault. Midway through that jour- 
ney, when the resistance was at its fiercest, was when the marines really felt 
the toll of the battle. It was the psychological nadir for the marines. But once 
the marines adapted themselves to the kind of combat they were facing— 
and this comes straight from the accounts we got—they bore into the fight. 
It changed their perspective on things. They said, “Okay, this is different, this 
is tough. We've never faced this before. But we're Marines, and we're going 
to adapt to this and overcome it." 

And that's what they did. Mostly by employing heavier weapons and ex- 
plosives later on, in the southern part of the city. That gives you a psycho- 
logical arc, but also a certain gameplay progression: the marines were using 
heavier and heavier weapons as they went, because they were encountering 
heavier and heavier resistance. 


JB: The marines entered Fallujah under [formal] rules of engagement: they 
weren't allowed to engage anyone who wasn'tcarrying a weapon. Butthe in- 
surgents knew that rule at the start of the battle, so they took full advantage. 
Insurgents would pick up an AK-47 and run out and attack the marines...but 
once that clip was empty, they'd drop the gun and run away! And the marines 
were not technically allowed to engage them at that point. Of course, once 
the marines understood that the insurgents were taking advantage, they 
adapted their rules of engagement and could engage them more directly. 


JB: One thing to keep in mind in Fallujah is that the marines were fighting the 
environment almost as much as the enemy. The insurgents were taking ad- 
vantage of their native knowledge of the terrain to create ambush situations. 
There's aterm called a “fatal funnel” —that’s what the marines would call any 
kind of open doorway. That's where you're going to catch a lead shower. As 
a marine, and also as a player in Six Days in Fallujah, you want to think more 
outside the box and avoid the fatal funnel. Often a great way to do that is to 
breach through the wall and attack the enemy from a completely different 
direction, to surprise them. 


JB: That's the funny thing! They have access to very advanced capabilities, 
but the marines themselves also use the most low-tech tactics you could 
imagine. One example was improvising bombs. Marines carry a certain 
amount of C4, but they'd also look around the environment and take advan- 
tage of things that were lying around. One tactic is called a "house guest." 
The marines would find a leftover propane tank left by civilians who had fled 
the city. They would attach a small amount of C4, then roll the tank into a 
house. When it blows up, the propane gas spreads around and then the C4 
ignites it, like a fuel-air bomb. 

So while the marines have great capability with communications and de- 
structive weaponry, they're not afraid to duct-tape stufftogether and just get 
the job down. This is something we're allowing players to do, too—when we 
talk about "improvising solutions," that's a part of gameplay. 


PT: Absolutely, itis. This isclearly not meantto only be a single-player game! 
[Multiplayer] definitely stays consistent with key goals of the single-player 


GamePro editors react to Six Days in Fallujah's edgy premise. 


Dave Rudden 


Patrick Shaw 


Let me just first say that Six Days in Fallujah sounds and 
looks good. To be honest though, the subject matter seems 
a bitinappropriate especially considering that the war is still 
raging on and has impacted the lives of so many families liv- 
ing today. It's still on a lot of folks’ minds and will be for quite 


What do you think? Email 
to tell us what you think about Six Days in Fallujah. 


Sid Shuman thinks Six Days in Fal- 
lujah is a fascinating study in game 
design that could herald a bold, as- 
sertive new era of video game story- 
telling. He'll be watching the game's 
progress with great interest. 


Wow. I'm not the biggest war shooter fan, but | couldn't 
get enough of reading about this game. Personally, | think 
the biggest hook of this game is that it captures the fear 
of war. Granted, | haven't played the last 85 WWII games, 
but how are you going to be scared about warfare that 


sometime. My best friend fought on the frontlines in Iraq for 
two years, and another buddy of mine died in the war. The 
horrors of war (any war for that matter) are not glamorous 
and there needs to be time for the world to grieve. That said, 
| look forward to seeing how the game comes together. 


game: the authenticity, the survival-horror elements, and physically shaping 
the battlefield. We’re trying to evolve both single-player and multiplayer... 
but we'll go into a lot more details [on multiplayer] at a later time. 


s? Or is it so ing les e-dimensional 

PT: One of the opportunities we have as videogame creators is to give 
players some insight into an event that you could not get through a pas- 
sive form of entertainment. It was very important to us that we are clear 
about why the insurgents were there. We wanted to show the insurgent 
perspective...and that's not just out of a sense of "fairness" to them. As 
an American who has watched the Iraq War unfold since 2003 or 2004, | 
have been curious: why are these guys willing to go to a certain death to 
kill people from our country? I’m just curious about that, and | think a lot 
of people are. One of our opportunities with Six Days in Fallujah is to help 
people understand that. 


PT: We really hope they'll be confused about that. Within the studio, we ob- 
viously have polar-opposite perspectives on whether the U.S. should have 
been there [Iraq] or not. And our philosophy is that this game is not about 
whether the U.S. and its allies should have invaded Iraq. Instead, it’s about 
what it's like to be in a modern war. We think that being honest about that. 
means that we have to be honest about the cost of war—not just from the 
marines' perspective, but from the people of Fallujah, and from the insur- 
gents as well. If people play this game and say, "great, it's another military 
shooter, | had a fun time," then we will have failed in our opportunity to give 
people insight into these events. 


happened decades before you were even born? l've had a 
fear for years (the Bush years, in particular) that they were 
going to reinstate a draft for Iraq, and it feels like this game 
will show what war will look like to today's scared, fresh- 
faced American kid. 
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GAME OF THE MONTH 


If MadWorld had been developed for the Xbox 360 
or PS3, it would have generated enough pre-release 
buzz to make Killzone 2 and Gears of War 2 jealous. 
The gruesome violence, the off-kilter sense of humor, 
and the addictive gameplay would have garnered it 
all sorts of attention and fawning love from fanboys. 
Unfortunately, MadWorld is exclusive to the Wii, a 
console that plays third fiddle to Sony and Microsoft's 
video game boxes in the eyes of the Internet cognoscenti. 
The only way for a Wii title to get that kind of attention 
is if the words “Mario” or “Zelda” are involved. 


This is a bloody shame because MadWorld is one of 
the best games we've played in recent months—on any 
console. It's a messy, grisly spectacle—one of those 
games that had every single member of the GamePro 
staff gathered around the TV, shouting "Holy crap!" 
over and over again. It's proof positive the Wii isn't 
just for grandmas and pre-teen girls and it should 
help legitimize the console in the eyes of "hardcore" 
gamers. We also hope it convinces other developers 
to take some chances with the Wii and realize there's 
a market for games that don't feature a colorful world 
and a cutesy soundtrack. 


But we also hope the conversation doesn't get too 
bogged down in this vein because that would be 
doing MadWorld a huge disservice. It deserves to 
be praised on its own merits rather than because it's 
a relative oddity; it earns your attention because it's 
a great game, not because it's an actual M-rated Wii 
title. And that's why we gave it our coveted Game of 
the Month award: It kicked the doors of our offices 
open and stole our hearts—hell, it punched us in the 
chest and ripped it right out. And we couldn't be 
happier for it. 


GAME REVIEWS: 


Blue Dragon Plus (DS) 
Class of Heroes (PSP). 
Dragon Ball: Evolution (PSP). 
Dragon Quest V: Hand of the Heavenly Bride (DS) 
The Dark Spire (DS) 
Eat Lead: The Return of Matt Hazard (Xbox 360) 
Gardening Mama (DS). 
Hammerin' Hero (PSP). 


Legacy of Ys: Books I & Il (DS). 


E 

3 

1 Steal Princess (DS).... 
1 Tokyo Beat Down (DS). 
0 Wanted: Weapons of Fate (PS3, Xbox 360) 
4 
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Watchmen: The End is Nigh (PS3, Xbox 360, PC)... 
Wheelman (PS3, Xbox 360, PC)... 


DOWNLOADABLE CONTENT OF THE MONTH 


Terry Terrones, editor in chief of our downloadable content review site GameProArcade.com, takes the new 
Grand Theft Auto IV: Lost and Damned for a spin. The verdict: It isn't perfect but it's worth every penny. 


ch of the gameplay in Lost and 
Damned is standard GTA shooting 
and driving fare, but there's more to the 
DLC expansion. There are new motorcy- 
cle street races, relationships to cultivate, 
side stories, mini-games, gang wars, and 
dirty laundry to wash. New music, weap- 
ons, and vehicles also help give Liberty City 
a fresh feel. When you get tired of playing 
solo, you can jump online and try out the 
five new multiplayer game types. Finding 
ways to occupy your time with new protag- 
onist Johnny is easy as pii 

Lost and Damned isn't without flaws, 
however. The storyline isn't particularly 
interesting, and while it alludes to some 
links in the original GTAIV plot, it never re- 
ally connects the dots. And unlike the charismatic Niko, Johnny never 
truly comes into his own. Most gamers won'tfeel much of a bond with 
him, and as a result, his trials and tribulations carry very little weight. 
Plus, where is that trademark Rockstar humor? Two cut scenes with 
more man junk than necessary aside, there were few laughs. 

Still, even with some minor hang-ups, Lost and Damned is a must- 
buy title. It offers so much content it could easily be called GTA 4. 
With a total play time hovering in the 10 hour range—you can extend 
that to 20 or 30 if you choose to experience everything—Lost and 
Damned is a must-own for any GTA fan, and sets the bar ridiculously 
high for other developers when it comes to what downloadable 
content should be.—Terry Terrones 


GAMEPRO's RATING SCALE 


Behind the Stars 


PROS: Tons of new content; five new multiplayer 
game types. 


CONS: Story starts slow; lacks traditional GTA 
humor; main protagonist isn't compelling. 
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2.5 to 3 Stars 
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1.5 to 2 Stars 
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Oto 1 Star 


The best of the best. If you don’t own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 


GAMEPRO 


* 


Highly enjoyable, but falls short of true greatness. 
The Fight Nights and Tony Hawks of the world. 


kkk 


EDITORS: 


Approach with caution—try before you buy. Enter the Matrix 
and the Dynasty Warriors games fall squarely in this category. 


Should come with a sticker: “Warning, contains poisonous 
amounts of suckage.” Remember Backyard Wrestling? Games that score 
are awarded our coveted 
Editors’ Choice Award. 
An absolute insult to humanity. 
Kill it with fire and holy water. 


REVIEWS . 


Jack's nasty chainsaw slices right through flesh and bone 
like a red-hot knife in butter...just like this guy discovered. 


MADWORLD 


The Wii finally gets the mature game everyone has 
been clamoring for—it was definitely worth the wait. 


intendo's little white console sometimes 
N gets a bad rap, usually by elitist game 

snobs who think anything that's not Call 
of Duty is beneath them. They label the Wii as be- 
ing something only babies, grandparents, and the 
rest of the "casual gaming" lot can enjoy. Mad- 
World disembowels this small-minded Wii stereo- 
type with its jaw dropping level of brutal violence 
that rivals just about everything out there from 
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God of War to Manhunt. Its relentlessly gruesome 
nature and hardboiled Sin City-visual makes it a 
game that perfectly fits the "mature" niche that 
the Wii has sorely been missing. Granted, the 
gore in MadWorld is presented in an over-the-top 
graphic novel way, but it's still quite shocking. 
Don't get me wrong though—MadWorld is 
more than just one of the bloodiest games ever 
made. It's a must-play action game that breathes 


Eae 


Even while he's massacring dozens of enemies, Jack's cigarette remains firmly clenched in his lips. 


new life into the festering Streets of Rage-style 
beat-em-up genre and has the potential to be 
this generation's Mortal Kombat. It definitely 
flies in the face of the Wii's family oriented vibe 
but it's a title "hardcore" gamers should defi- 
nitely embrace. 


NINTENDO CHAINSAW MASSACRE 
It's a rare occurrence that I'll play though a video 
game in its entirety and be anxious for those damn 
end credits to finish rolling so | can immediately 
jump back into that same game. Being a game edi- 
tor eliminates such luxuries as having the time to 
complete a game more than once, but with Mad- 
World I had a tough time ripping myself away from 
the black and white bloodbath on the TV. 

I'm not exaggerating the slightest bit when | 
say my experience with playing MadWorld was 
not unlike playing the original Mortal Kombat 
for the first time: | was both shocked by the grue- 
some violence but | was also thoroughly sucked 
in. If you're someone who likes to have options 
when deciding how to kill enemies, you're going 
to enjoy MadWorld in a big way as the game even 
goes as far as encouraging creative mutilation. 
The chainsaw affixed to your hand in the game 
is only a fraction of the tools you can use to tear 
enemies to bits. 

Improvising when causing bodily harm to en- 
emies earns you points. You do this by stringing 
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MadWorld’s boss fights are all insanely fun, such as this one where Herr Frederick Von Twirlenkiller 
attempts to murder you with his bulky tornado-emitting arms. 


together a variety of torturous attacks. For exam- 
ple, you can sock an enemy in the face, then push a 
road sign through his skull, slam a garbage can on 
top of him, and finally turn him into ground beef 
by throwing him into a jet engine turbine. This 
is just one of hundreds of combinations you can 
complete when ripping enemies limb from limb. 


THE RUNNING MADMAN 

A lot of people have compared MadWorld to an- 
other carnage-rich Wii game, No More Heroes. I’ve 
played both games extensively, and | think Mad- 
World did a number of things better than NMH, 
which suffered from repetitive gameplay and 
sound effects that grate on your nerves. l'Il admit 


that when | initially booted up MadWorld, | was im- 
pressed by both its art style and its viciousness, but 
| was also fearful that it would bombard me with 
mind-numbingly repetitive enemy encounters, 
something NMH was guilty of. Boy was | wrong. 

One of the reasons MadWorld works so well as 
a reinvention of the old school beat ‘em up genre 
previously ruled by games like Streets of Rage and 
Double Dragon, is in the way all of its levels are 
structured. The immense murderscapes are de- 
signed like set pieces from Arnold Schwarzeneg- 
ger's classic, The Running Man: they consist of 
the actual level itself where you're competing in 
a murderous game show, a bonus round, and a 
boss fight. 
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DISNEYLAND FOR GORE FAN 
MadWorld's levels start out with you putting hun- 
dreds of lower level enemies through the grinder, 
doing everything from snapping their necks, skew- 
ering them on spikes, and using your chainsaw to 
savagely cut out their beating hearts. After you've 
taken apart a sufficient number of adversaries, 
new melee weapons spawn around the level like 
baseball bats with nails embedded in them and 
flaming torches; you then use these implements 
of mayhem to demolish more foes. Roughly half- 
way through each level a mini-game is also trig- 
gered. These ridiculous challenges have you 
doing things like using a golf club to decapitate 
enemies and using foes as human fireworks that 
explode into red splatters that litter the floor with 
body parts. 

All the levels in the game conclude with a boss 
fight, which are themed according to the partic- 
ular city you're fighting in. For instance, in the 
horror-themed city you face bosses such as semi- 
nude vampire with massive breasts as well as a 
goliath-sized opponent named Frank who resem- 
bles a certain iconic Universal Monster. There's 
also a sumo wrestler boss, a Helghast-look-alike 
who emits tornados, and several other memora- 
ble foes with whom you'll clash. My reason for fo- 
cusing so much on the ways levels are structured 
is because its multi-faced nature is what make the 
game such a blast to play. There's a lot going on 
within a single level. 


Nor ALL FUN AND GAMES 
While I'm convinced that MadWorld, from begin- 
ning to end, is one of the best games you can get 
your hands on for the Wii, there are a few things | 
didn't like about the game. My biggest beef is with 
the game's flimsy multiplayer support. Instead of 
offering a cooperative campaign, which would 
have made the game infinitely better, you can play 
the game's bonus rounds with a second player. 
CONTINUED > 


Eddie may be 20 times your size, but his lack of wit gives you 
the upper hand when trying to topple the overgrown fiend. 
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When attacked while straddling your hog, you can just stick out ` 
your chainsaw and do in rival vehicles Ben Hur-style. 


The multiplayer mode as a whole seems thrown 
in there just so they can state that the game does 
have multiplayer support of some sort. As the say- 
ing goes, something is better than nothing, but 
that's not so true in MadWorld's case. Honestly, 
they shouldn't have even bothered putting this 
last-minute two-player mode in the game. 

Another nitpick | have is the fact that the play- 
by-play commentators in the game, voiced by 
Greg Proops (from Whose Line is it Anyway) and 
John DiMaggio (Marcus Fenix from Gears of War), 
constantly repeat themselves to the point where 
it becomes distracting. There were times when | 
heard the announcers say the exact same thing six 
or seven times within the same level. It's not that 
the commentator's raunchy jokes aren't funny— 
it's just that the humor just loses its effect after 
you hear the same thing over and over again. 


THE Wii Grows UP 

Despite these minor issues, MadWorld is without 
a doubt one of the most stylishly cool game's l've 
played in years. It's artistic but insanely brutal at 
the same time and a hell of a lot of fun. Wii own- 
ers are definitely going to want to pick up this gory 
treat. The rest of you haters who've picked on the 
Wii since its release will just have to drool and 
be jealous.—Patrick Shaw 


awesome boss battle: 


CONS: Two-player mode feels cheap and | 
tacked on; play-by-play commentary gets old; 
motorcycle levels are clunky. 


There are a variety of different ways to off your enemies in Mad- 
| LLI N G R EA I IVE LY World but some are better than others. We rounded up five ofthe 


best but be sure to stop by GamePro.com where we have a ton 


5 Most Brutal Ways to Slaughter in MadWorld of others waiting: 


#5: CREATING MAN KABOBS 


The spear weapon, though hard to come by, 
can rip through an enemy's torso with ease. 
If you successfully impale an enemy, they'll 
become stuck on your spear as they writhe in 
agony. The best part of this is you can actu- 
ally gore up to three enemies and then carry 
them around as a morbid trophy. 


#4: DEATH BY TOILET 

Goldfish are no longer the only living beings 
that know what it feels like to be executed by 
being flushed down a toilet. In MadWorld's 
opening level, you can lead an enemy into 
the little boy's room, plunge him face first 
into the toilet bowl, and enjoy as the fright- 
eningly-powerful toilet eats them alive. No 
plunger necessary. 


#3: SHREDDING ENEMIES ON A 
MOVING TRAIN 


The game itself encourages you to shatter 
enemies in Varrigan City's Central Station 
by pushing them into the tracks at the pre- 
cise moment a train is coming. A more cre- 
ative way of slaughtering them is by holding 
an enemy up, walking over to the edge of the 
platform, and using the train as the world's 
largest cheese grater on their bodies. 


#2: IMPLODING ENEMIES IN 
OUTER SPACE 


At the loading dock on the Facility level of 
Area 66, you can cause enemies to be sucked 
into outer space. When you throw them out 
ofthe hole, they'll smack into a couple of big 
rails outside the ship before the lack of ox- 
ygen crushes their insides like a gore-filled 
water balloon. 


#1: DEEP-FRYING ENEMIES 


One of the most satisfying methods of extin- 
guishing the lives of your enemies in Mad- 
World is by dunking their carcasses in Asia 
Town's giant Tempura-frying vat. Throw 
an enemy in the pot of flesh-boiling oil and 
they'll rise to the surface once they're extra 
crispy. You can even pick up their deep-fried 
corpse and chuck it at other bad guys if you're 
feeling extra evil. 
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WARHAMMER 40K: 
DAWN OF WAR 


Without a doubt, the best RTS since Company of Heroes. 


EDITORS’ 
(CHOICE 


long with its three expansion packs, the 
first Dawn of War was a great RTS title 
that gave players the ability to play al- 


most all of the major races in the Warhammer 
40,000 universe. But the game has gotten a lit- 


num 


tle stale, especially when compared to the de- 
veloper's follow-up effort, Company of Heroes, 
a title that | reviewed a while back and abso- 
lutely loved. | wasn't sure if Relic could top the 
World War Il themed classic but Dawn of War II 


Your battlefield heroics will gain you powerful wargear 
that will augment your already formid 


ole abilities. 


manages the impossible: the continuation of the 
Space Marines' saga usurps Company of Heroes 
and claims the RTS throne. 


WELCOME BACK, COMMANDER 

Like the original, the single-player in Dawn of War 
ll focuses on the Blood Ravens, one of the most 
respected chapters within the Imperium of Man. 
The campaign takes place in sub-sector Aurelia 
which is comprised of the three worlds where the 
Blood Ravens gather their recruits —obviously this 
makes the area a critical stronghold. As the cam- 
paign starts you assume the mantel of a newly 
promoted commander who is tasked with repel- 
ling the Orks; of course, the more you investigate, 
the more you realize that there is a much more 
serious threat behind the attacks. Involved are 
the mysterious Eldar as well as the Tyranid Hive 
Fleet, a ravenous alien race that poses a threat to 
Aurelia. 

Much like the last two expansions for the orig- 
inal—Dark Crusade and Soulstorm—DoW II's 
campaign strays away from the standard RTS for- 
mula and includes a meta-campaign that focuses 
on story missions and side missions where you 
defend critical installations, gain valuable new 
wargear, and reduce Tyranid infestation levels on 
each of the three planets. 


The Tyranids are formidable foes who have sheer numbers on their side 


RECOVER THE CHAPTER RELICS! 

Though it does share some similarities with the 
original, Relic has largely gone back to the draw- 
ing board for DoW Il. They've done away with 
what many might consider some of the core ten- 
ants of the RTS genre, placing a much larger em- 
phasis on the evolution of a core force. Gone are 
the standard base building and unit creation con- 
cepts, replaced by four squads of Space Marines, 
each of which have unique skill sets and lead- 
ers which gain experience as the campaign pro- 
gresses. There's an RPG-lite system where your 
units accumulates experience for the kills they 
amass; they will periodically level up, increasing 
their attributes and unlocking new special abili- 
ties. They can also acquire special accessories 
such as melta-bombs and drop pods that they can 
use in combat. 

There is a tremendous amount of variety 
when it comes to the make-up of your squad and 
it allows you to tailor your forces accordingly. 
You can, for instance, outfit your commander as 


In Dawn of War Il, you can be 
tac! 


a strong ranged fighter or turn him into a durable 
tank unit for close-quarters combat. You won't be 
able to fully max out your squads over the course 
of the campaign which automatically gives the 
game a tangible sense of replayability. 


WAR GAMES 

While just about all of the changes are positive, 
there are still some disappointments, the largest 
of which is that once again only the Space Marines 
are given a campaign. It makes sense consider- 
ing their widespread appeal but | would have liked 
to have seen a campaign for the Eldar, whose in- 
volvement in things is pretty well fleshed out, and 
the Tyranids. (Sorry Ork fans, they're mainly props 
that push for the real action forward.) The cam- 
paign also recycles maps over multiple missions— 
in many cases you'll comb over the same map 
multiple times, especially if you decide to take on 
a lot of side missions. That said, Dawn of War Il’s 
campaign is by far the best in the series so far, and 
one of the best designed l've seen in any RTS. 
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outnumbered and outgunned but if you pay careful attention to 
cs and use cover and suppression to your advantage, your forces can survive any conflict. 


Combat itself is also much improved over the 
last rendition and to a great extent borrows and 
improves on the elements present in Company 
of Heroes. The use of cover and suppression fire 
elevates the gameplay above the standard RTS 
concept of drowning your enemy in waves of dis- 
posable units. With only four squads available— 
this equates to about a dozen Space Marines 
in total—the focus has been shifted dramati- 
cally towards actual combat tactics. Where re- 
Source management and expansion is often the 
critical factor in most RTS games, Warhammer 
40,000: Dawn of War II's focus is on squad tac- 
tics and how you use their special abilities. Be- 
cause you only have a limited number of units 
at your disposal—downed units are only lost for 
the current mission and rejoin your forces later— 
tactics become key. Rather than throw units at 
your enemy's base, you have to use your Devas- 
tator Space Marines to set up a base of fire and 
suppress the enemy while Assault Marines jump 
into the midst of them and engage them in melee 
combat. It is a satisfying change of pace from the 
last game, where combat was far more simplistic 
and much more tied to resources. Though some 
will undoubtedly find this change to be a nega- 
tive, it definitely works. Also, gamers who don't 
find the regular RTS formula enticing will appre- 
ciate it as well. 


As GOOD As IT GETS 
Besides the main campaign, Warhammer 
40,000: Dawn of War II also has a fairly robust 
skirmish and multiplayer modes. In contrast to 
the original, this time there are only six maps in 
total evenly divided between two and six player 
varieties. Much like the single-player campaign 
Relic has also changed up much of the focus 
in multiplayer as again almost all of the base 
building aspects have been removed in favor of 
gameplay that favors tactics and expert handling 
of individual units. The familiar resource meth- 
ods are still in use however, with requisition, 
power, and victory nodes still in play; multiplayer 
matches feel very much like Company of Heroes, 
where territory is held less by static defenses 
and more by well placed units such as Devas- 
tator squads armed with heavy bolters that can 
suppress an area. 

| have no doubt that Dawn of War II will be 
remembered fondly in the years to come. Relic 
has helped push the RTS genre into new direc- 
tions and their latest effort represents the cul- 
mination of their work so far. Some gamers 
will no doubt hate the new direction they've 
taken but the game is much improved and defi- 
nitely deserves its fair share of love. While it still 
early, | wouldn't hesitate to nominate it for PC 
Game of the Year honors come this December. 
—Andrew Dagley 


PROS: Excellent single-player campaig! 
system works well; emphasis on tactical combat. 


squads 


CONS: Lack of campaigns for the other three 
races; could have used more multiplayer maps. 
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Hazard has two special powers that can either add a fire effect to his bullets 
or, as seen here, a freezing effect that literally puts your enemies on ice. 


EAT LEAD: THE RETURN or MATT HAZARD 


It's not that funny...but it is pretty fun. 
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sa tongue-in-cheek spoof of action video 
Asse Hazardfails. Therearesome 

genuinely funny self-referential bits but 
the developers just didn't take it far enough. 
It also suffers from some design issues, chief 
among them pathetic A.l., boring boss fights, 
and a general lack of polish. It’s ironic then 
that Eat Lead actually ends up being a half- 
decent action game, even if it does fall victim 
to some of the same clichés it tries so very hard 
to ridicule. 


TAKE COVER 
Let me get the generic info-dump out of the way 
now: Matt Hazard is a third-person action title 
in the vein of Gears of War that features a cover 
system as its main game concept. You play as 
Matt Hazard, a video game action star, who falls 
victim to the shenanigans of a crooked CEO of a 
game company; you're "cast" in a video game 
but things quickly go awry as enemies from 
your past are hacked in. The game offers about 
eight hours of gameplay (10 or so if you die a lot, 
like | did) and there's a good variety of enemies, 
from Western gunshooters to futuristic space 
soldiers to shoot. You're also given access to a 
nice set of weapons that range from pistols and 
shotguns to plasma rifles. 

The cover system is the game's great- 
est strength and it's handled really well. Hug 
against a wall and press A to stick to it; lean out 


over a corner and you're given various contex- 
tual options like the ability to run to the next 
available piece of cover or slide around the cor- 
ner. Some cover is destructible so you must 
be nimble, but dispatching enemies is fairly 
easy thanks to the slick controls (though cam- 
era issues can make life difficult when the heat 
is on). The graphics are also fairly decent but 
they won't make you forget about Gears of War 
anytime soon. 


UNDERCOVER 
But while it's a solid enough effort, the game 
shoots itself in the foot with a tremendous lack 
of polish. The level designs are boring, the diffi- 
culty is uneven, and the enemy A.l. is atrocious. 
The only time | took note of the level architec- 
ture was when the textures suddenly went old 
school in an homage to Wolfenstein 3D—the 
rest of it was plain-Jane office buildings and 
warehouses. The game is also ridiculously easy 
for the most part—enemies make good use of 
cover but conveniently expose their heads for 
long stretches, making them easy snipe tar- 
gets—but there are sections that are brutally 
hard in the "too-many-enemies, not-enough- 
ammo/cover" way. | didn't beat these sections 
so much as | endured them, which is always a 
bad feeling. 

The game also fails miserably in its attempts 
to spoof the action game genre. Except for a 


(Defeat Altos. Tratus.) 
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few jokes that caused me to chuckle, the game 
doesn't do enough to poke fun at the estab- 
lished clichés, which is a shame. Will Arnett's 
comedic talent also goes to waste thanks to un- 
interesting dialogue, though he does make the 
most of his lines. 


DUCK AND COVER 

| came very close to hating Matt Hazard, but at 
the end of the day, | had to admit | enjoyed play- 
ing it. It’s nota triple-A blockbuster and Matt Haz- 
ard is definitely not the second coming of Duke 
Nukem, but it’s a solid action title that delivers 
its fair share of thrills. With some better writing 
and more polish, it could have been something 
more; maybe that’s something the develop- 
ers will take to heart for the inevitable sequel. 
—Tae K. Kim 
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À Solid action, great cover system, 
esting variety of enemies and weapons. 


CONS: Not enough polish; humor falls flat; 
uneven difficulty and wonky A.l. 


Prison can be a hellacious place—especially when there’s a full-scale riot. 


WATCHMEN: THE END Is NIGH 


A solid beat-em-up set in the world of the Watchmen that's actually fun? As Rorschach would say, "Hrrm." 
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treasure constantly blurring the lines 
A between “graphic” and “novel,” Alan 

Moore and Dave Gibbons’ 1986 mini- 
series forever revolutionized the way that comic 
book stories were told. After heralding Watch- 
men as a literary masterpiece and landmark 
for the comic book industry, it’s a bit of a cul- 
ture shock to be handed a video game based 
off of the seminal story. Thankfully, indepen- 
dent developer Deadline Games—of Total Over- 
dose fame—pulled off Watchmen’s conversion 
to third-person brawler with surprising finesse, 
managing to capture the essence of the re- 
nowned comic into a short but sweet, must-have 
title for even the most hardened and stubborn 
Watchmen fans. The best part is, they've made 
the deep and complex world for Watchmen ac- 
cessible to newcomers who don't know Dr. Man- 
hattan from Dr. Seuss. 


ALAN MOORE IS PissED 

The End is Nigh takes place in 1972, over a de- 
cade before the events in the graphic novel and 
five long years before masked vigilantes are 
forced to retire their capes and cowls. The dy- 
namic duo of Nite Owl and Rorschach are mulling 
over a recent political scandal involving the infa- 
mous Watergate hotel when a police bulletin an- 
nounces a prison riot at Sing Sing Prison. Within 
minutes, the masked heroes are on the Owlship 
and en route to break up the commotion. Upon 
discovery that Underboss, a villain mentioned 
only in passing in the comics, has escaped from 
Sing Sing, Nite Owl and Rorschach take it upon 


themselves to explore the seedy underbelly of 
New York City in order to take the criminal mas- 
termind down for good. 

Watchmen is designed as a third-person 
brawler, allowing you to play as either Nite Owl 
or Rorschach at any given time. Each character 
has his own set of moves and special attacks 
and it's these distinctions that really makes 
The End is Nigh a memorable experience. Both 
Rorschach and Nite Owl possess unique abili- 
ties as well—Rorschach can shimmy up drain- 
age pipes and squeeze through small openings, 
while Nite Owl can grapple onto roof-tops and 
lift heavy gates. Watchmen places a heavy 
emphasis on teamwork, and while the game's 
expert A.l. makes for a great partner, nothing 
beats bashing some heads in with a friend via 
split-screen co-op. 


FivE TO MIDNIGHT 
The game's fighting engine is also a blast and 
never feels like a button-mashing affair. You'll 
need to constantly think on your toes, especially 
when you find yourself up against overwhelming 
odds. Watchmen also looks absolutely gorgeous 
with incredible amounts of detail. The anima- 
tions smooth and expertly handled, especially 
during the heroes' sinew-snapping finishers. 
While the game suffers from a bit of slowdown 
when too many thugs clutter the screen, it never 
feels overwhelming, nor does it detract from the 
overall experience. 

The script is another strong point—penned 
by DC's Len Wein, an editor that worked on the 


original comic, it does justice to Moore's universe. 
Unfortunately, the great banter between the two 
main protagonists is broken up by recycled en- 
emy dialogue. Butthere are definitely memorable 
moments such Nite Owl and Rorschach's intrigu- 
ing argument about the loss of innocence in our 
society's youth, conducted shortly after thrashing 
a group of Knot Tops. 


Jusr WHAT MANHATTAN ORDERED 
So, is Watchmen worth your hard-earned cash? 
I'm going to have to give a resounding "yes" to 
this expertly crafted beat-em-up. Even with its 
shortcomings, which aren't many, Watchmen 
always feels fresh, and really stands apart as a 
downloadable title. With plenty of collectibles for 
completists such as myself scattered across every 
chapter met with simple pick-up-and-play brawl- 
ing for gamers both old and new, there's some- 
thing to be found in Watchmen for just about 
everyone.—Will Herring 


FUN FACTOR -- 
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PROS: Beautiful graphics; fantastic fighting en- 
gine; wonderful local co-op. 


CONS: Recycled enemies and threats; some 
cheesy voice acting; no online multiplayer. 
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! REVIEWS 


Ordinary mortals have to come to a full stop in order to change cars b 


Diesel. Death, you've just been defied. 


WHEELMAN 


not Vin 


Buckle-up and hit the gas for this surprisingly engaging action movie-inspired, Diesel-powered ride. 


| Psa | xbox 260 | PC | 

he latest entry from the Vin Diesel-powered 
T Tigon Studios (and Midway Newcastle) 

opens with an adrenaline-spiking cinematic 
car chase that makes Bond's and Bourne's behind- 
the-wheel antics look like a driver's ed class; as the 
titular driver-for-hire, you're immediately thrust 
into a blockbuster-worthy scenario that sees you 
weaving through oncoming traffic, blasting down 
too-narrow back alleys, and hitting top speeds as 
you leave twisted metal, shattered glass and fiery 
explosions in your wake. It's a seat-of-your-pants 
opening that adequately sets the stage for what's 
to come in this GTA-meets-Burnout romp. 


BETTER BuckLE-UP 

As Van Diesel, | mean, undercover agent Milo, 
you'll infiltrate all corners of Barcelona's crime 
syndicate through a series of missions and side 
quests. You'll spend much of the game in the driv- 
er's seat, and that's a good thing as Wheelman's 
atits pulse-pounding best when you're behind the 
wheel, engaging in car-to-car battles, or simply 
turning a sidewalk café into a sea of overturned 
tables, flying umbrellas, and fleeing pedestrians. 
The driving mechanics are accessible and tight, al- 
lowing you to pull off slick stunts with ease; you'll 
never have to worry about being stalled by acci- 
dents or obstacles either, as not even a head-on 
collision with a brick wall will keep you from the 
action for more than a few seconds. Realistic? No. 
Fun? Absolutely! 


The vehicular chaos only gets better when you 
factor in the game's Focus Meter which you fill by 
destroying objects, speeding, and generally driv- 
ing like an a-hole (although, running down civilians 
will deplete the meter). With a brimming Focus Me- 
ter, players can unleash a pretty standard tempo- 
rary speed-booster, but my favorite focus powers 
let me combine my rubber-burning skills with some 
good ole’ fashioned gunplay. One ability slows 
time and shifts the perspective to your vehicle’s in- 
terior, while a reticule allows you to get an accu- 
rate bead on the road-blocking baddies up ahead. 
Even cooler, though, is the aptly dubbed “cyclone” 
maneuver that lets you pull a 180 while popping 
rounds at tires, gas tanks and driver's heads. 


GET BACK IN THE CAR 
Complemented by super-stylized cinematics filled 
with screen-devouring explosions and other ac- 
tion-infused staples pulled right from the popcorn 
movie playbook, taking out highway hoodlums is 
endlessly fun. Of course, you can always highjack 
new vehicles should yours get dinged up; you can 
do this by exiting your smoke-spitting jalopy and 
hoofing it to another car or you can just climb out 
the window of your speeding deathtrap and per- 
form an "airjack" which is as fun as it sounds. 
When players aren't tearing up the black- 
top, they're controlling Milo in on-foot missions. 
These aren't nearly as exciting, primarily be- 
cause third-person running-and-gunning has 


already been done so much better in other games. 
Thankfully, though, you're behind the wheel for 
most of the game's mission-packed duration. And 
whether you're fleeing to a safe-house in a suped- 
up sports car, or unloading an Uzi from behind the 
handle bars of a scooter, you'll find Wheelman's at 
its action-amping best when you're on the road. 


CARMAGEDDON 

Wheelman definitely treads a tricky path, as it 
doesn't pack the gameplay variety or character- 
driven narration of a GTA, nor does it offer the 
depth of a dedicated car combattitle such as Burn- 
out. However, its arcadey addictiveness and cin- 
ematic style successfully lands it in a sweet spot 
right between those two genres, taking players for 
aride that's totally on par with the summer movie 
excitement it emulates.—Matt Cabral 


FUN FACTOR 
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PROS: Action-movie quality fu sane vehicular 
combat and pursuits; highjack cars mid-chase. 


CONS: Gameplay falls flat when you're not 
behind the wheel. 


Tokyo BEAT DOWN 


in the vein of such classics as Streets of 

Rage and Final Fight. You take control of 
aptly named Officer Lewis Cannon, a member of 
the Yaseu Beast Cops who embodies every cop 
cliché this side of McClane and Riggs. Beat Down 
is rendered in 3D, but plays on a 2D field and really 
captures the feel of the old Konami arcade beat- 
em-ups. From destructible crates, barrels and 
phone booths to a giant, flashing "GO!" symbol, 
Tokyo Beat Down is a wonderful trip down mem- 
ory lane for any bare-knuckle enthusiast. 


T okyo Beat Down is a side-scrolling brawler 


SHINJUKU VICE 
The game's tongue-in-cheek cut-scenes are told 
through expertly drawn comic-book panels, with 
hilarious and oftentimes eye-rolling dialogue 
coming from every direction. A prime example: 
“It's time to put the K.O. in Tokyo!" Tokyo Beat 
Down's story is zany, over-the-top, and downright 
simple fun. While you won't find the deepest or 
most original action in Beat Down, you're guaran- 
teed enough campy humor, outrageous scenery 
and addictive brawling action to keep you coming 
back for more. 

As the game progresses, you'll be able to take 
control of other Beast Cops such as the sexy and 


Lewis Cannon: 
So what vile crime did these 
scum commit? 


deadly Rika Hyoda and the tough-as-nails Cap- 
tain Takeshi Bando. While each character has a 
unique combo set as well as distinctive special at- 
tacks (Rika's knee to the groin is a killer) the three 
protagonists really don't play too differently aside 
from some small speed factors. All three charac- 
ters also wield hand-cannons for when fisticuffs 
aren't enough to take down the oncoming barrage 
of palette-swapped enemies. 


"You BEAT THEM DOWN!" 

It goes without saying that Tokyo Beat Down isn't 
the second coming of Final Fight, but | still had 
an absolute blast with this throw-back to cheesy 
coin-op beat-em-ups and cop shows. From its hi- 
lariously campy dialogue to the fantastic seven- 
ties vibe, Tokyo Beat Down is worth checking out 
for on-the-go rumblers, and with it's almost non- 
existent learning curve it's absolutely perfect for 
first time brawlers as well.—Will Herring 


FUN FACTOR - 


* ce 


PROS: Wonderfully cheesy atmosphi 
school beat-em-up gameplay. 


CONS: Repetitive battles 
co-op mode? 


e; old- 


lack of variety; no 


LEGACY OF Ys: 
Books | AND Il 


riginally released for Japanese comput- 
O ers in 1987, the Ys series is no stranger to 

remakes. Developer Falcom has decided 
to spruce up this age-old tale with some fantastic 
new visuals and attributes in the titles latest re- 
lease, Legacy of Ys: Books | and Il. 

Legacy of Ys chronicles the adventures of 
sprightly young warrior Adol and his quest to 
protect the ancient Books of Ys from the clutches 
of an evil wizard. While Ys' story may not be the 
most original, the classic dungeon-crawler has 
stood up remarkably well over time thanks to its 
many tweaks and updates. Many of the improve- 
ments are cosmetic but they help draw the player 
into the world of Esteria, especially the beauti- 
ful character models which compliment the new 
3D playing field. Another welcome feature is the 
ever-present map that always displays your cur- 
rent location, hit points, enemy life, current objec- 
tive, and even equipment choices. 

The game's battle system has gone un- 
changed, so for the uninitiated, the name of the 
game is still randomly bumping into enemies to 
cause damage. When playing with stylus con- 
trols, the game almost plays like a Benny Hill 
comedy with Adol zipping around the screen at 
incredible speeds, randomly obliterating enemies 
with an accidental slash of his sword. Still, after 
you've gotten used to the battle system and all of 
its quirks, the game's combat is easy to master; 
| did notice that it's a bit too easy at times—less 
than two hours in, my sword-swinging escapades 
had capped out Adol's level, leaving a series of in- 
credibly simple boss fights in my wake. 

Legacy of Ys oftentimes walks the fine line 
between epic and simplistic, but if you can 
wade through the level-grinding and linear plot, 
| can guarantee that most RPG enthusiasts will 
find an adventure worthy of their time in the Ys 
compilation.—Will Herring 


: Fantastic soundtrack; beautiful hand- 
drawn visuals. 


CONS: Tedious dungeon crawling; annoying 
amount of back-tracking. 


= 


From explosions to acrobatic kills, the life of an assassin is never boring. MEAN: 
Too bad Wanted doesn’t offer a more satisfying experience. - 


6000 
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WANTED: WEAPONS OF FATE 


Style conquers substance in this ov 


ss uerit 


| f you're looking for a sleek, original shooter 


-the-top movie tie-in 


first, but none of these stylish acts of violence are 
necessary by any means; in fact, most of Wesley's 
assassin abilities are just cheap thrills that are fun 
to execute—they don't change the main aim of the 
game, which, in the immortal words of Morgan 
Freeman, is to “Shoot this muthaf***a!” The only 
time | actually felt the need to use any of my gun- 
slinging skills was during the game's boss fights 
where, once you've found the bad guy's weak spot 
it's just a matter of waiting and pressing the right 
button at the right time. 

There's no denying Wanted looks good, and 
some of the levels are incredibly interesting and 
very well designed. From a sacred assassin burial 
ground to a crashing airliner, the environments 
successfully mix up the scenery a little bit. It's too 
bad then the enemies apparently all shop at the 


pge í 5 3 
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that will re-define the action genre as you 

know it, Wanted: Weapons of Fate is not the 
game for you. In fact, even if all you want is an in- 
teresting continuation of the film and comic book, 
itstill comes up short. No, by popping Wanted into 
your console of choice, you're going to be treated 
to a by-the-books run-n-gun shooter with a few 
novelty gimmicks and winks towards the fans— 
nothing more, nothing less. 


BULLET TIME AND TIME AGAIN 

I'm not one for buzzwords, but there's really no 
other way to describe Wanted: Weapons of Fate 
without kicking the word "gimmick" around like 
a Hacky Sack at a Phish concert. Curving bullets 
and flanking baddies in "Assassin Time" is fun at 


Weapons of Fate has some treats for loyal fans of the 
comic, such as Wesley's infamous “The Killer” suit. 


same store, which leads to encounters against 


armies of identical killers. 


BEND YOUR EXPECTATIONS 

The game does try to shake things up by plac- 
ing you in Wesley's father's boots; gameplay also 
switches from the expected third-person fare for 
first-person turret-manning sequences, and most 
interestingly of all, slow-motion rail shooting sce- 
narios. Unfortunately, these sections, while cool 
andrefreshing, never amountto more than simple 
“point-and-click” affairs. 

Wanted is obviously a game aimed at fans of 
the Wanted franchise. It's chock full of references 
to both the film and the comic and features an all- 
star voice line-up. Diehard fans may appreciate 
this middling title, but everyone else should shoot 
for something better.—Will Herring 


US 5 ng, gi 
curving bullets is pretty cool. 


CONS: Gimmicks get old; poor targeting sys- 
tem, only nine short chapters. 


GARDENING MAMA 


ou'd think Mama would have her hands 
Vii with all that kitchen action, but some- 

how she’s found time to branch out (pun in- 
tended) into the garden with Gardening Mama. 
This new DS game takes the mini-game-centric 
gameplay from the original Cooking Mama and 
the unlockable customization aspects of the se- 
quel and plants them firmly in the dirt outside. 


Witt Not, DEAR FLOWERS 

The main game takes place in a garden as you 
maintain a handful of specialized planting areas 
where you cultivate flowers, fruits and veggies. At 
first you'll only be able to grow a couple differ- 
ent things, but as you keep gardening, your seed 
catalog will grow to encompass an entire green- 
house worth of vegetation. Gardening chores 
are handled much the way they were in Cooking 
Mama: as a series of discrete steps played out in 
mini-game form. Some are fairly easy and consist 
of one or two steps while others can be rather in- 
volved and complicated. 

For example, to grow a Hyacinth, you use your 
stylus to take the bulbs out of the bag, add fertil- 
izer to the soil, mix it around, dig holes to plant the 
bulbs, then water them—and that is just the first 
step! Every plant is a little different, but common 
secondary steps include further watering, extra 
fertilizer, spraying pesticide, or blowing adorable 
little caterpillar bugs off the leaves using the DS' 
built-in mic. Some of these tasks are easier than 
others but others will definitely challenge your pa- 
tience. You're judged on your performance in each 
task and on each plant overall, and you get rated 
on the quality of your blossoms and your harvest. 


MAMASCAPING 

You can also earn bonus items by performing well 
in your gardening tasks. These range from new 
accessories and costume options for Mama, and 
items like garden gnomes and potted plants you 
can use to decorate your garden. There's even 


BLUE DRAGON PLUS 


a mode where you can trade items with friends. 
It doesn't affect the gameplay all that much 
but it is a nice incentive to perform well in your 
gardening tasks. 

Gardening Mama doesn't do anything that we 
haven'tseen already in the Cooking Mama games. 
The visual style, the gameplay, the Mama charac- 
ter and her annoying voice—it's all been directly 
ported over. The only difference is that you're 
out in the garden rather than the kitchen. If you 
loved cooking with Mama, then you'll probably 
like being in the garden with her. If you weren't 
such a fan, Gardening Mama isn't going to change 
your mind, unless you're way into gardening. 
—Emily Balistrieri 


FUN FACTOR - m 
KKK IK TI 


PROS: Bite-sized mini games have decent 
variety; cute customization options. 


CONS: Some frustrating mini-games; controls 
are sometimes tricky; Mama's voice. 


conclusion of Mistwalker's Xbox 360 exclu- 

sive RPG title: the nefarious Nene has been 
defeated, King Jibral has been reinstated into 
power and all's right with the world. That is, until a 
mysterious cube swarming with mecha appears. 
When the cube turns out to be quite literally an ex- 
plosive threat to Neo Jibral, a resurrected Nene 
and army of tiny Destroys is the least of Shu and 
Co.'s worries. 

Unlike the 2007 title for the Xbox 360, Blue 
Dragon Plus plays more like an SRPG than a tradi- 
tionalturn-based adventure. Usingthe stylus, play- 
ers battle across innovative maps, using the D-Pad 
to navigate the battlefield and the shoulder but- 
tons to turn the map in any direction. Each charac- 
ter, rendered beautifully in hand-drawn sprites has 
a selection of unique attacks, stat boosts, healing 
spells, and items at their disposal. The characters" 
trademark Dragon Souls are displayed in impres- 
sive 3D that pop up for some exciting cut-scenes in 
the midst of battle. While BDP is an absolute blast, 
not to mention a refreshing breath of fresh air, it 
isn't without its faults. Units are a bit difficult to se- 
lect, and plenty of times | found myself casting the 
wrong spell or using the wrong skill when | meant 
to tap the icon right next to it. 

Even though it's slightly hampered 
by some clunky presentation, Blue 
Dragon Plus is still intuitive, in- 
teresting, and has enough char- 
acter and charm to set itself apart 
as an engaging SRPG. It can't com- 
pete with other DS RPGs like Square 
Enix's amazing ports of Chrono Trig- 
ger and the Final Fantasy series but 
Blue Dragon Plus has enough going 
for it that | can recommend it to por- 
table RPG players in need of a good 
adventure.—Will Herring 


FUN FACTOR : 


XXe x Ud 


B lue Dragon Plus picks up one year after the 


PRO: harming handheld visuals; innovative 
battle system. 


CONS: Clunky interface; confusing story for 
the uninitiated. 


STEAL PRINCESS 


fter stealing an ancient necklace from the 
A Queen, the evil sorcerer Tyrhung has de- 

cided to hole himself up in the titular tower: 
the Dark Spire. You are enlisted by The Guild, and 
after a quick training session followed by the sub- 
sequent murder of your combat instructor (don’t 
worry—he’s used to it) you are tasked to retrieve 
the royal treasure from the tower. The Dark Spire 
gives you the option to use some of their regis- 
tered members as your party or to create a party 
of your own. | opted for the latter. Thus, Waffles 
the human warrior, Muffins the dwarf thief, Poo- 
dles the elf mage, and Vindiesl the halfling priest 
were suited up and ready for action. Little did they 
know that they were about to receive more than 
they bargained for. 


BEWARE OF BATS 

The Dark Spire features a lot of fun options, such 
as the ability to utilize an innovative 3D dungeon 
mode, or if you prefer, the classic black-and-white 
wire frame dungeon, sure to please fans jaded 
of the dungeon-crawler genre. Throughout the 
game you find yourself primarily facing beauti- 
fully drawn characters (in Modern mode) or the 
same characters rendered in a nostalgic 8-bit 
sprites (in Classic mode). 

The battle system is typical turn-based fare, 
giving the player access to many different options 
on how to proceed thanks to an on screen prompt: 
Attack, use spells, defend, and more. There is a bit 
of a learning curve for those unfamiliar to tradi- 
tional RPG battles, but it's nothing so detrimental 
you can't figure it out over time. The game primar- 
ily uses the directional pad to navigate the dun- 
geons, which makes one wonder what could have 
been done had the stylus been employed. 


No SCHOOL LIKE IT 
Let's get right to it: The Dark Spire is hard...re- 
ally hard. |f for some sadistic reason you enjoy 


watching your party of halflings and elves get 
annihilated by bands of satanic bats and mush- 
rooms, then this game is for you. However, if like 
me, you've grown accustomed to the luxuries of 
checkpoints, revival potions, and characters tak- 
ing the time to concede to a victory dance, then 
The Dark Spire might not be your cup of tea. 
However, | realize there is indeed a market for this 
kind of game, and for those looking for a fun (al- 
beit masochistically hard) old-school RPG, there 
is no better place to go than The Dark Spire. 
—Sean Mirkovich 


FUN FACTOR : 


xXx | 


PROS: Extreme difficulty; fun dialog; 
work, optional dungeon modes. 


weet art- 


CONS: Extreme difficulty; simple storyline; 
non-use of the stylus; agg ive mushrooms. 


to-learn play mechanics and somewhat chal- 
lenging puzzles. Each stage has a victory con- 
dition that may include killing all enemies or simply 
obtaining the key to unlock the gate to the next level. 

Some enemies have a color-coded affinity that 
can only be defeated by using the corresponding 
weapon found in plain sight or hidden within an en- 
emy or inanimate object. Anise, the notorious thief 
and reluctant hero, can use her whip to pull enemies 
aside, swing from designated objects, and activate 
switches. The boss fights are not terribly difficult 
compared to the encounters preceding it. Most boss 
battles require good timing and precise dodging of 
your foes' attacks. The isometric plane makes cer- 
tain levels more challenging only because it can be 
difficult to determine the precise height and depth 
of a jump across a platform, preventing players 
from seeing anything behind taller objects that are 
closer to the player's fixed view. Aside from a few 
awkward jumping and swinging puzzles, the game 
mechanics are simple and straightforward, provid- 
ing enough variety to keep you playing. 

Steal Princess is a game that has decent, 
challenging puzzles, but may leave you fall- 
ing flat into a bottomless pit as a 3D platformer. 
—lvy Yup 


S teal Princess is a puzzle/platformer with easy- 


Victory : 
Defeat Trevor ! 


PROS: Well-developed characters; challenging 
puzzles; custom level editor. 


CONS: Uneven level design; sensitive con- 
trols; lots of trial-and-error moments. 


DRAGON QUEST V: 


DRAGON BALL: 
EVOLUTION 


ui 


HAND OF THE HEAVENLY BRIDE 


m 


Quest V so good. Beautiful visuals and intuitive 

combat aside, the story is downright fantastic. 
Even when typical RPG clichés seem to rear their 
ugly head in the first chapters of the long, 30 to 40- 
hour plot, DOV starts on a series of timeskips and 
plottwists that will keep the game firmly sealed in 
your DS case for days. It's just that good. 


i nitially, | didn’t realize what made Dragon 


COME FOR THE COMBAT... 

Every Dragon Quest game is praised (and ridi- 
culed) for having essentially the same combat 
system. While Square Enix’s other franchises tend 
to drastically switch things up in every new in- 
stallment, DOV's random battles retain the same 
turn-based combat that we've seen over and 
over again. Personally, | was staving off boredom 
during much of the game's buildup, where your 
barely-out-of-diapers protagonist is just learning 
the ropes of being a hero by hacking away at bats, 
Slimes and small ferrets in the woods. But DQV's 
monster-taming system skillfully injects a fresh 
dose of life into building parties and level grind- 
ing. It's a fun treat when you're given the option of 
recruiting a monster after defeating it, especially 
since they can wear equipment and feature their 
own unique stats. 


-..STAY FOR THE STORY 

After your first timeskip, jumping you from a glo- 
betrotting childhood with your in-game father to a 
harsh adulthood in slavery, Dragon Quest V's plot 
really starts to take shape and break clichés. Over 
the course of the game, my main character grew 
up, got married, and saw his children continue 
the long adventure that his own parents started. 
More importantly, it all happened without me be- 
ing able to predict anything that would come up 
next, unlike most RPGs that tend to give away the 


plot within the first flashback. It'S one heck of a 
way to tell a story, and it gave me a real sense of 
accomplishment to see a powerful party filled 
with characters that | pushed through hours and 
hours of tricky dungeons and painful, punishing 
boss battles. 

Painful level grinding aside, Dragon Quest V 
is a fantastic, innovative experience. If you're go- 
ing to play this game, make sure to devote the 
time that it deserves, since Dragon Quest V can 
be as much a daunting game as it is a fun one. 
—McKinley Noble 


PROS: Great graphics; huge bestiary; unique 
story with excellent writing and plot twists. 


CONS: Tedious start; level grinding; big time 
investment may scare off casual players. 


Master Roshi 


hile it isn’t the best (or worst) fighting 
W game on the PSP, Dragon Ball: Evolu- 
tion just might surprise hardcore DBZ 
series purists with its accessible fighting engine. 
DBE kicks off when teen martial artist Son 
Goku's grandfather, Son Gohan, is attacked and 
killed by the alien menace Piccolo. Goku promises 
to avenge Gohan and fulfill his destiny. The main 
story mode entails gathering the seven mystical 
Dragon Balls, stopping the apocalypse from wip- 
ing out the Earth, and arbitrarily beating the living 
snot out of several other characters in the game. 
Budokai veterans will easily master the fight- 
ing system, and casual gamers should get by 
with toning down the difficulty and button mash- 
ing. Close combat is relatively simple and easy to 
learn, and the task of executing signature special 
moves has been cut down to single button com- 
mands. DBE's blocky character models look espe- 
cially bad against the static arenas while most of 
the crisp animations are undercut by the overall 
sloppy interaction between the game's fighters 
and environments. In-game voice clips don't help 
bring the characters to life, which would be diffi- 
cult anyway thanks to each fighter's blank profile. 
There isn't much to see or do after a few hours 
with DBE, but it's still fun for the short time you'll 
spend with the game's story. If you're a Dragon 
Ball enthusiast or a fighting fan in general, Evolu- 
tion is at least worth a rental.—McKinley Noble 


PROS: Simple combat system; plenty of modes; 
surprising extra content for hardcore fanatics. 


CONS: Horrible graphics; weak story; unbal- 
anced character roster. 


REVIEWS. 


It's like getting two games in one! 


HENRY HATSWORTH IN 
THE PUZZLING ADVENTURE 


Sap app ep qp qp pap 


DS game to come out in quite some time! Al- 

though it flew in under most people's radar, 
Hatsworth is definitely a title every gamer should 
consider. It's as addictive as Puzzle Quest, but 
instead of utilizing an RPG element, EA married 
the puzzle concept to a platformer. The result is 
a fantastic title that should appeal to gamers of 
all stripes. 


l spy with my monocled eye the most exciting 


TEA AND GIANT ROBOTS 

To say Hatsworth takes advantage of the DS's 
dual screens is an understatement—what you're 
getting is two discrete games connected at the 
hinge. On the top screen you jump, bounce, ride 
platforms, and swashbuckle through five worlds 
of severely increasing difficulty as Henry Hats- 
worth, an intrepid explorer who is in hot pursuit 
of a golden suit that is the key to a vast world of 
treasure. On the bottom screen you use the sty- 
lus to create combos in a timed match-three puz- 


weapons and maintain your health—lose too much 
energy and you turn into a grey haired grandpa. 

You can even power up a giant steampunk ro- 
bot suit to take part in a beat-em-up style cage 
fight where you can shoot lasers, launch mis- 
siles, and pound your enemies with robot fists. 
The key to all this gaming satisfaction lays in the 
control scheme—switching between the two 
screens is as easy as hitting the X button. The 
way the two different types of games mesh to- 
gether is also seamless. 


Two For THE PRICE OF ONE 

Enemies destroyed in the platforming game are 
transformed into different types of tiles that fall 
into the puzzle game on the bottom screen; they 
have to be matched quickly before they are res- 
surected into the world above where they will 
hassle you again. As | mentioned above, match- 
ing the enemies powers your attacks, meaning 
you have to be successful in both phases of the 


nw 


Enemies you conquer in the platforming game (top screen) will transfer into the puzzle matching 
game (bottom screen). Just be sure to match them fast, or they will come back to haunt you! 


fights are also rather fiendish, with each major 
baddie using some sort of trick to make your life 
that much harder—for example, the giant anchor 
your constant nemesis Leopold Charles Anthony 
Weasleby the Third uses to drag your puzzle stack 
higher and higher. 

Still, it's a testament to the game's design 
that the action never gets too overwhelming. The 
fact that you have to juggle two different types of 
gameplay could have spelled trouble but it works 
well overall. The game becomes challenging in 
the later rounds but it's so addictive that | couldn't 
help but keep playing. 


GooD SHOW! 

There were times when my patience was tested by 
the difficulty butthe charming visual style and ad- 
dictive gameplay kept me motivated to see Henry's 
adventure through to the very end. It's one addict- 
ing platformer, and a must have title for your DS. 
—Emily Balistrieri 


PROS: Awesome platform and puzzle gameplay; 
offers a good challenge; cool extras abound. 


CONS: The later levels can test your patience 
with its difficulty. 


CLASS OF HEROES 


HAMMERIN' HERO 


Ready.. Aim! Alright! 
Take down their front line! 
Go, go, go! Burst fire! 


Standard RPG rules apply in Class of Heroes, so put your melee fighters in the front to soak up dam- 


age and hide your spellcasters in the back. 


as thin as school cafeteria stew. In a world 

seeded with underground corridors that 
coil through forests and around mountains, spe- 
cialized academies teach youngsters how to prop- 
erly spelunk through these caverns. Thus was 
born Particus Academy, an establishment that en- 
lists students and instructs them on adventuring 
through the dangerous underground paths. 


T he story accompanying Class of Heroes is 


PARTY TIME 

The story accompanying Class of Heroes is as 
thin as school cafeteria stew. In a world seeded 
with underground corridors that coil through for- 
ests and around mountains, specialized acade- 
mies teach youngsters how to properly spelunk 
through these caverns. Thus was born Particus 
Academy, an establishment that enlists students 
and instructs them on adventuring through the 
dangerous underground paths. 

Class of Heroes’ maintale won'tbog you down, 
nor will the characters' burden you with novel- 
sized backstories. You mold each student in your 
party from the ground-up with careful consider- 
ation towards race, stat distribution, alignment 
and "Majors". Consideration also has to be made 
towards party chemistry. Similar to the ancient ri- 
valries that have long existed between jocks and 
nerds, Class of Heroes' demon-born Diablon race 
doesn't gel with the lordly Celestials. Every race 
has different attitudes towards other species, as 
well as inherent strengths. Halflings make good 
thieves because of their small size, and the hardy 
Drake race make good warriors. 


UGLY YEARBOOK PHOTO 

Even if a party begins the game glowering at each 
other, attending classes and exploring the under- 
ground paths will quickly bring them together. The 
party moves step-by-step through the tunnels, 
battling swarms of enemies, gathering treasures 
and experience. Typical of roguelike RPGs, the 
labyrinths take on different shapes with each new 
visit. If a party member dies—and someone will— 


Maya attacked the Chameleoness 
with her Slingshote6! 


resurrection doesn't come cheaply. It's a rough go, 
and sometimes frustrating, but roguelikes like Class 
of Heroes are a godsend for coddled RPG fans who 
feel like they're overdue for a visit to boot camp. 

Aesthetically, Class of Heroes is not pretty. The 
character menu designs are bright, but static. The 
environments have few defining characteristics; you 
will get lost without a map, which is buried on the 
Item menu. The view in dungeons is first-person, the 
encounters are random, and enemies are 2D sprites 
that are palette-swapped often. It feels like a waste 
for the PSP's big screen, but this is a genre where a 
"D" stands in for a dragon on many occasions. 

Class of Heroes doesn't try to tell a com- 
plex story or wow the player with dazzling vi- 
suals. It’s meant to be played, and its gameplay 
runs deep with innumerable items to collect and 
tunnels to map out. If you've been aching for a 
hardcore RPG experience on the PSP, go to class. 
—Nadia Oxford 


FUN FACTOR ~ 


PROS: Hardcore rogu 
that goes on and on. 


ike RPG exploration 


CONS: A minimalist approach to the graphics 
and sound. 


9» Develope! 


ammerin' Hero is the latest game to cash 
H in on the old-is-new, retro craze that is 

currently sweeping gaming. In it you play 
as Gen-san, a young carpenter who is skilled at 
beating things with various occupational tools. 
However, Gen is an adapt learner, and as you 
progress through the 12 pictorial levels, he'll 
learn new traits that correspond with other oc- 
cupations, such as scuba diver, baseball player, 
and DJ. This nostalgic game is at its core a very 
simple 2D brawler, but there are a few plat- 
forming portions and several other gameplay 
variations that attempt to keep this game from 
becoming too monotonous. 

That being said, a player attempting to navi- 
gate through Gen's colorful world must have a 
great deal of patience, because frequent death 
is a very recurring event. After your tenth one- 
hit demise, the game does start to teeter on mo- 
notony. This is increasingly evident when boss 
battles begin and no discernible plan of attack 
presents itself, making Gen-san no stranger to 
getting crushed, shot, or bludgeoned to death 

Overall, the strongest aspect of this game 
has to be its charismatic personality. Its levels 
are bright and vibrant, the voice-acting is over- 
the-top and charming, and the characters are 
well fleshed-out and humorous. On several oc- 
casions, players will find themselves laughing 
with the game and not at it, which certainly isn't 
a trait that many of yesterday's games could 
claim.—Aaron Koehn 


FUN FACTOR : 
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PRO: ood, varied graphics; humorous story; 
levels and characters have lots of personality. 


CONS: Frequent death; confusing boss bat- 
tles; borders on monotony. 


GamePro reviews all the hottest new games as well as top current hits. For full 
reviews, trailers, screen shots, and the best prices, please visit GamePro.com. 
Games in red are Editors’ Choice, and have received a score of see: or higher. 


NAME 0F GAME SYSTEM(S) PUBLISHER 


50 Cent: Blood on the Sand 
Afro Samurai 

Animal Crossing: City Folk 
Avalon Code 

Big Bang Mini 

Castlevania Judgment 

The Chase: Felix Meets Feilcity 
FEAR. 2: Project Origin 

The Godfather II 

Halo Wars 

The House ofthe Dead: Overkill 
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Wii 


Kingdom Hearts Re: Chain of Memories 
Left4 Dead 


LocoRoco 2 


360 
m. 
DS 


Prinny: Can | Really Be the Hero? [PsP e| NIS America 
Puzzle Quest: Galactrix [ps | D3 Publishe 


Resident Evil 5 Capcom 


Rise of the Argonauts Xbox 360 
Wi 
Wi 
P: 


Mirror's Edge 


[w pem — ee 
m [me 

seen 
w 


Rygar: The Battle of Argus 

Shin Megami Tensei: Persona 4 
Skate 2 

Skate It 

Sonic Unleashed 


Sonic's Ultimate Genesis Collection 


[EhGames | 
LINE 
[YN 


Star Ocean: The Last Hope 

Star Ocean: Second Evolution 

Street Fighter IV 

Super Street Fighter Il Turbo HD Remix 
Valkyrie Profile: Covenant of the Plume 


ii 

ii 

S3, 

S 
(NOT S0) BIG LIST 


BioShock (PS3). 
Castlevania: Order of Ecclesia (DS). 
Call of Duty: World at War (Xbox 36! 
Chrono Trigger (DS)....... 
Dead Space (PS3, Xbox 360) 
Fable Il (Xbox 360). 
Fallout 3 (PS3, Xbox 360) 
Gears of War 2 (Xbox 360). 
Golden Axe: Beast Rider (PS3, Xbox 360) 
Guitar Hero: On Tour Decades (DS). 
Guitar Hero World Tour (Xbox 360) 
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ISSUE 
ESRB REVIEWED 


rm 


Game Fun Factor 
Infinite Undiscovery (Xbox 360)... boe s qot 
The Last Remnant (Xbox 360) tot ny 


LittleBigPlanet (PS3)........ 
Mercenaries 2: World in Flames (Xbox 360) 
Prince of Persia (Xbox 360). 
Rock Band 2 (Xbox 360) 
Resistance 2 (PS3).... 
Sonic Chronicles: The Dark Brotherhood (DS) 
Tales of Vesperia (Xbox 360) 
Tomb Raider: Underworld (Xbox 360) 
Yggdra Union: We'll Never Fight Alone (PSP)......... 


Bored? Play Free Flash Games 
a on GamePro.com 7 


Dragon Quest V: 
Hand of the Heavenly Bride (DS) 
The Letter of the Month winner 
will receive Dragon Quest V: 
Hand of the Heavenly Bride by 
Square Enix for the Nintendo 
DS! Rated E10+ by the ESRB. 


CONSOLE OF THE YEAR? 

I've been thinking about the Xbox 360 as your Console of the 
Year in the February 2009 issue of GamePro, and there are some 
achievements that should be added. Enjoy it While it Lasts: You get 
this achievement the moment you buy your Xbox 360 and start to play 
it, because it won't last long. Red Ring Around the Rosie: The moment 
your Xbox freezes, the picture goes out, or whatever else happens 
before your Console of the Year 
makes its final death rattle and dies. 
Geek Speak: For spending hours 
with Microsoft tech support trying to 
fix the Console of the Year (seriously, 
their tech support is fantastic). No 
Matter Rain Nor Sleet Nor Snow: 
For sending your Xbox 360 out to 
be repaired. Quality Time: For the 
quality time you get to spend with 
your family waiting for your Console 
of the Year to return. The Countdown 
Begins: For starting to play your 
Xbox 360 again after it returns (the 
countdown begins again for the 
whole cycle to repeat itself). | bought 
an Xbox 360 last year and it lasted about six months. About 
eight of my friends’ Xbox 360s have also died; some of them 
sent the console out to be fixed four or five times. | decided not to 
take this ride again, switched to a PS3, and couldn't be happier. 
Jonathan Northern—Via Internet 


Console of the Year 
Xbox 360 


For the second year running, the 
Xbox 360 is the king of consol 

Barely edging out the impressive 
PS3, the swanky new dash and 
the amazing exclusives like Gears 
of War 2 and Fable Il put Microsoft 
over the top. The Wii's casual focus 
didn't garner it any votes this year, 


Xs0x 360: BMC 58% 


PiayStation 3: C] — 4256. 


One can only imagine how different things might be for Microsoft if it H 
weren't for faulty Xbox 360 hardware. Warts and all, it's hard to deny 
the great library of games that call the Xbox 360 home. 


mE ES | 
I've been reading a lot of video game magazines, 


HALO HATE 
websites, and forums, and l've noticed a lot of 
people hate on Halo. It seems every first-person 
shooter these days is dubbed "better than Halo" 
or "bigger than Halo." Everyone just hates. Nev- 
ertheless, there Halo 3 sits, every month, atop 
Xbox Live's most-played online games list. 
Some say Halo 3 doesn't deserve five out of 
five stars (or other perfect scores), but when 
you look at how popular (fun) it is, it really 
deserves that score. Stop hatin'. 
Mary Randolph —Via Internet 


Agreed—it all comes down to 
the game. Peel away all the 
pre-lauch hype, nit-picking, 
^ and haters, and Halo 3 is 
still a blastto play—even 
to this day (some two 
years since its 2007 de- 
but). People still play 
the first game—the 
" series is that reliable 
(a lot like comfort 
food, we say). 


Whadda mean I 
Shouldn't be Game 
of the Year? 


GAME OF THE YEAR? 

After | got my February 2009 issue of GamePro, 
my dad and | were shocked to find LittleBigPlanet 
was your 2008 Game of the Year. How can a game 
like LittleBigPlanet possibly be better than Call 
of Duty: World at War, Fallout 3, Gears of War 
2, Metal Gear Solid 4, Star Wars: The Force Un- 
leashed, or Super Smash Bros. Brawl? Those 
definitely should have topped LittleBigPlanet. 
Dustin Brandon—Anchorage, AK 


We don't make ‘em, we just pick ‘em, Dustin...but 
thanks for offering an opposing opinion. Um, did 
you even play LittleBigPlanet? 


XBox 360 Picks 


| was reading an article in a recent issue of 
GamePro, and wondered which of the follow- 
ing Xbox 360 games is the best: Ninja Gaiden 
Il, Fallout 3, Far Cry 2, Grand Theft Auto IV, or 
Gears of War 2? | need a professional opinion! 
Harry Lime—Via Internet 


Outofthose games, we would have to choose Fall- 
out 3—it's freaking unbelievable and you'll love it. 
Gears 2 is also great, as is GTAIV, but Fallout 3 is 
the kingpin. Enjoy it! 


THE FiNAL WORD ON CONSOLE WARS 
Let's face it, if you're a true gamer, you'll get all 
the consoles. Unfortunately, | understand the wal- 
let doesn't always allow everyone to do that. | 
bought a PS3 and Xbox 360, and my credit card 
hasn't been the same since. Since | have both sys- 
tems, though, I'll tell you which is better: neither! 
They both come with pros and cons, and though | 
don't own one yet, | think the Wii is an exception- 
ally fun system. Overall, you gotta catch 'em all. 
Bill Johnstone—Via Internet 


Amen, brotha. 


RESIDENT EVIL 5 FOR Wii? 

I've been talking to a lot of Resident Evil fans, 
and | heard rumors the newest one, Resident 
Evil 5, will be available for Wii. Since Resident 
Evil 4 originated on the GameCube, | guess it's 
only common sense Resident Evil 5 will make its 
way to Nintendo’s successor console as well, but 
| wanna know for sure. Mind spilling the beans? 
Joel Thomas—Las Vegas, NV 


While it could happen—especially considering the 
financial success Capcom enjoyed with Resident 
Evil 4 on Wii—no announcement has been made. 
However, in a recent interview with Eurogamer, 
RE5 producer Masachika Kawata said: "Personally | 
wouldliketo create something on Wii intheResident 
Evil family.” A RE game akin to The Umbrella 


Chronicles, perhaps? If you want survival-horror 
on the Wii, EA announced Dead Space Extraction, 
which promises to have different features from the 
PlayStation 3 and Xbox 360 versions. 


No Hockey Love, EH? 

Why didn’t you publish a review of NHL 2K9? As 
a Canadian Wii owner, | have been patiently wait- 
ing for a hockey game to come to that console. 
NHL 2K9 is finally released, and | get nothing. 
MapleMaster—Canada 


Deciding which reviews to run is always a difficult 
task. Regardless, NHL 2K9 for Wii has seen mixed 
reviews, with an average review score of 65 per- 
cent, according to collective critics. Might want to 
rent it first to see if it’s your sort of bag (baby). 


[w^ BY THE NUMBERS 


The best-selling vic 


es of 2008, courtesy the NPD Group 


p Mario Kart DS (DS) 


Madden NFL 09 (Xbox 360) 


RELIGIOUS ROCK BAND 

| like the game Rock Band, but my family is 
pedant Christian and don't like the content of the 
lyrics (such as suicide, prostitution, devil worship, 
and more). So will there ever be a family-friendly 
or Everyone-rated version of the Rock Band game? 
PikminDude—Portland, OR 


I can respect a devout man, PkminDude, but devil 
worship is so 1980s. In all seriousness, while 
Rock Band is rated Teen due to suggestive lyrics, 
there are more accessible songs on the disc and 
available for download that your family should 
enjoy, without compromising your ideals. Don’t 
blame the stereo, blame what you put init (or allow 
it to play). If that doesn’t work, there’s always the 
real thing. Rock on? 


FEEDBACK 


With so many groups of gamers playing in 
tournaments and clans these days (some of 
them "boys-" or "girls-only") how do you 
feel about playing with other women on your 
team? Do you avoid it, or try for all-girl teams? 
The Nemesis Clan—Via Internet 


Jess responds: | don't avoid it, or aim for all- 
girl teams; | try to get on the best team | can. 
| love to support my fellow gamer girls, but 
| don't make a point of seeking them out. 
My experience with tourneys is there aren't 
enough girls to make a team anyway, or the 
ones that are there are just there for their 
boyfriends. Sometimes with guys there can be 
that unspoken need to protect me, or assume 
| am not very good, and that isn't much fun 
to deal with, either. But for the most part, 
guys are really accepting. Moral of the story: 
It doesn't matter to me! 


Feature 


COME ON: 
SHOW SOME 
COURTESY! 

| was saddened by all the hate mail in the Febru- 
ary 2009 Feedback section directed at the Game 
Girls for their "Game Girls Gone Wild" story that 
originally appeared in the November 2008 issue of 
GamePro. | saw no problem with the feature, and 
thought nothing of it. It was playful, yes, but you 
only need to visit GameGirl.com to see how classy 
those girls can be when it comes to covering 
video games in an informed and "real" manner. 
Trek Swancey—Meridian, MS 


The girls send you their love, Trek (sweet name). 


WHAT EVER HAPPENED 
TO PC GAMING? 

If you list the pros and cons of 
every system, the PC comes out 
ontopforanumberofthings, M 
including more memory, 
faster processing, a full 
keyboard of buttons, a 
mouse, and gamepad 
support. The 2009 Preview. 


88 // May 20095 


Send your questions to the Game Girls at GameGirl.com 


lie 


Guide in the December 2008 issue of GamePro 
had 52 games—only 15 of which were coming to 
the PC (and only three were PC exclusive). | have 
nothing against other consoles, but | just don't 
understand what happened to PC popularity. 
Jennifer Hall—Via Internet 


In a word: piracy. It's also harder for PC developers 
to ensure their games play properly on a variety 
of configurations, whereas console games are 
much more standardized. However, there are still 
several excellent games available for the PC, even 
if the platform's popularity has been diminished. 
How about Command & Conquer: Red Alert 3, 
Warhammer 40,000: Dawn of War Il, or Spore? 


tha 


WRONG SCREEN? 

In the March 2009 issue of GamePro, on the 
first page of the Opening Shots section, there is 
a screen of Prince of Persia, but the guy in the 
picture looks like Altair from Assassin's Creed. Is 
this a misprint, or is Altair actually in the game? 
Jay Lockhart—Portsmouth, OH 


Ah, good eye, Jay, but it isn't a misprint. The screen 
is from Prince of Persia, but the main character is 
dressed like Altair from Assassin's Creed. How can 
this be? Simple: Link your Ubisoft.com account to 
your PlayStation Network or Xbox Live account, 
and you can access Altair's outfit in Prince of Persia. 
You can also unlock Jade's outfit from Beyond 
Good & Evil for Elika after you finish the game. 


WAR GAMES 

Why hasn't a proper Vietnam War game been 
made? My father served in 1968: He was infantry, 
Fourth Division, U.S. Army, and his stories 
still shock me. Showing the world what really 
happened and taking into consideration actual 
events would be mind-blowing. These men 
lived in perpetual fear, not knowing where their 
enemy may be. Traps, bombs, and trip wires were 
an everyday thing for them. l'm very proud of 
my father and others who served, so why can't 
we honor these men with a game that really 
shows the hardship that was the Vietnam War? 
Mike Czubatiuk— Chicago, IL 


Hopefully Activision takes your letter into account, 
Mike, as we'd love to see a proper Vietnam War 
game. I’m not sure a game is the best way to 
honor veterans, but the sobering experience that 
is World at War sure does leave an impression. 


YouR MOM LIKES SHOOTERS? 

My husband bought me a PlayStation 3 for my 
birthday; | already had an Xbox 360, PS2, and 
Wii. (No, my husband doesn't play video games; 
they're forme andthe kids.) Anyway, | was having 
a hard time finding titles to play on my PS3 
because I’m just not into violent 
games. | got a subscription 
to your magazine thinking | 
might find a game to play 
on my PS3. When | first 
opened your 2009 Preview 
Guide in the December 
2008 issue of GamePro, | 
saw nothing but shooting 
games. But then | found your 
tip to LittleBigPlanet—thank 
you! | hope you'll review more nonviolent 
games in the future, although it seems your 
magazine is strictly for men who like to kill. At 
the very least, how about one page in GamePro 
dedicated to "Games Even Mom Can Play." 
Michelle C.—Chesapeake, VA 


Duly noted, Michelle. Thanks for the feedback. 


UNDER THE INFLUENCE 

Can you stop printing all those “above the influ- 
ence” ads in GamePro? We already know their 
purpose: To lie to people about pot and why they 
shouldn't smoke it. | pay $25 (plus tax) each year 
to read about video games— not to read lies about 
pot. Zach Hazelwood—St. Louis, MO 


Call ita hunch, but | think Zach likes dubbage. 


WHO is TOM CLANCY? 


After seeing his name on so many Ubisoft 
video games, who is this "Tom Clancy" guy? 
ShyGuy99—Via Internet 


Thomas Clancy (b. 1947) is an American author, 
best known for his detailed espionage and military 
stories set during and after the Cold War, including 
The Hunt for Red October, Clear and Present 
Danger, The Sum of All Fears, Without Remorse, 
Rainbow Six, and several others. 


READER REVIEWS 


g Afro Samurai 
(Xbox 360) 

By Jessylobo27 

| fell in love with this game—how can 
"| you go wrong with the melding of 
anime, action, and rockin' music? It's like my three 
favorite things wrapped into one bundle of kickass 
fun! For being short—only nine levels—and hav- 
ing a wonky camera, however, | have to dock the 
game at least one full point. Still, the sword-slicing 
action is a blast—they better make a sequel! 


Super Smash Bros. Brawl 
(Wii) 

By Joel Thomas 
Super Smash Bros. 
Brawl is a near- 
flawless masterpiece. The 
game has an awesome 
roster of characters, 
tons of play modes, and 
is crazy addictive when 
playing with two or more 
people. The graphics are 
amazing, the controls are 
awesome, and even the on- 
line battles are impressive 
(despite a few hiccups). You'll 
also have fun with collecting 
trophies and the surprisingly 
challenging single-player 


campaign. Brawl is an ultra- 
polished, must-have game 
for Wii owners. 


| Sonic’s Ultimate 
Genesis Collection 


Sram 


Send Us Your Art! 


GamePro magazine « Art Attack! 
501 Second Street, Suite n4 

San Francisco, CA 94107-1431 
artattack@gamepro.com 


[| All art becomes the property of GamePro 
‘magazine. We cannot return artwork. We will 
accept color photocopies or digital scans. 


Got a question or comment? Write to us with 
your name and town ail: G 
a o.com or GamePro 5 
nd St., Ste. 114 ncis (be 
sure to tell us your city and state, too). The best 
letters will be rewarded with publishing brag- 

ging rights in future issues of GamePro. 


Go online, follow your favorite games and sys- 
tems, and sound off on breaking stories. 
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‘DEAD RISING 2 - 72 


PS3, XBox 360, PC 


In Dead Rising 2, players will once again slaughter their way through thousands 
uponthousands ofthe living dead, using a plethora of weapons to butchehthem that 
include baseball bats, giant cell-phone displays, and a dirt bike«This time, however; 
instead of battling zombies in a shopping.mallMiké-the original-Dead Rising, Dead 
Rising 2 takes place in a Las Vegas-inspired city loaded with-neon casinos, flesh- 
eating blackjack dealers, and zombie.showgirls. 
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Now a major motion picture from 20th Century Fox. 
In theaters April 8th, 2009 
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